DOCUMENT RESUHE 



ED 093 805 
TITLE 

INSTITUTION 
PUB DATE 
NOTE 

EDRS PRICE 
DESCRIPTORS 



ABSTRACT 



SP 008 168 

Elementary School Physical Education: A Guide for 
Physical Education Teache rs, 

Baltimore County Board of Education, Towson, Hd, 

Jul 70 

365p, 

MF-$0»75 HC-$17.aO PLUS POSTAGE 

Educational Theories; *EleDaentary School Teachers; 
Guides; Instructional Materials; ♦Physical Education; 
Teachers ; Teaching Guides 



This guide developed for the Baltimore County 
elementary school physical education teacher is divided into six 
sections. The first three sections are narrative d^escriptions of the 
educational theories, administrative principles, and program 
guidelines of the recommended programs. They are entitled "Scientific 
Basis of Physical Education," "Administration Section I: General 
Procedures," and "Administration Section ii: program Guidelines and 
Policies." The fourth section, entitled "Ease Program," is an outline 
of suggested activities. This section contains narrative explanations 
of the program, as well as sample sequences of lessons and curriculum 
materials; often accompanied figure illustrations. Section 5, 
"Interest Motivators," is a collection of verses, drills, and games 
found to be of use with pupils. Section 6, "Organizing and Conducting 
Special Programs," contains outlines of activities for special 
programs such as th^ first-grade readiness program, physical 
education demonstration programs, sports and play day, and svioming 
programs for the fourth grade. An appendix is devoted to copies of 
forms and vouchers. The guide is indexed by activities and gaaes, 
(JA) 
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The elemontary school physical education program in the 
Baltimore County schools has continued to expand over the years 
to meet the needs of the pupils it serves. More physical educa- 
tion teachers have been e^nployed; facilities have been improved 
and more equipment provided. Over the last few years, the scope 
of the elementary school program has been enlarged through the 
professional contributions of many eiemantary school physical ed* 
ucation teachers and curriculum committees. 

A GUIDE FOR ELiMailTARY SCHOOL PHYSICAL EDUCATION TSAdCRS 
sots forth the point of view underlying the program, explains a 
number of administrative and procedural details, and offers an 
abundance of teaching suggestions. Although the guide reflects 
increased knowledge of children and new ideas in program and ac- 
tivities, it cannot be regarded as a complete, definitive guide 
to physical education instruction. It must be remembered that 
cuiTiculum development is a constant ongoing process. Tomorrow's 
ideas should be better than today's, new thinking should stimu- 
late new ways of v;orking with children, and new activities should 
lead to an enriched program for the children in the Baltimore 
County elementary schools. 

It is to this end that this guide has been prepared for the 
use of elementary school physical education teachers. A copy will 
also be available in each elementary school curriculum library^ 
since it provides helpful information and suggestions to school 
administrators and classroom teachers. 



Jos}]ua fi. 1/heelor 
Suoerintondent of Schools 



July, 1970 
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TO TME TEACHER 



Over the years many elementary school physical education teachers 
have made contributions in the development of the K-6 physical education 
program. Hiis accumulated knovrledge has been used to develop the present 
'^Guido for the Elementary School Physical Education Program." A new 
concept of a "Base Program" has been incorporated into the program. As 
devised, the Base Program vdll provide guidance in the organization of a 
sequential program of physical education designed to meet the needs of 
the children in your schools The Base Program might bo considered as 
a minimum amount of material to be included in a yearly program. The 
guide also provides materials which can be used to further challenge and 
aid the children. 

Assistance in the use of the Base Program and the planning required 
can be secured from your sohbol administrators, elementary school physical 
education supervisor and the area helping physical education teacher. 

This guide has been designed to facilitate additions or reorganiza- 
tion of its content. All teachers are sincerely encouraged to add to 
the guide at their discretion » 

The guide is the property of the Board of Education. Upon termina- 
tion of employment the teacher nay retain the contents but must return 
the binder to the Office of Physical Education of the Board of Education 
of Baltimore County. 



Physical education is an integral and vital part of the total oduca- 
tional progrm. It ains for the sarxo goal that gives purpose all the 
other learning experiences of the school - the development of the whole 
child. Because of the nature of its activities, physical education has 
unique opportunities to help develop the objectives and beliefs of the 
educational program of Baltimore County schools.-^ Therefore: 

V/E BELIEVE tJiat a sound physical education program should: 

. be offered daily and in a sequential manner, 

. bo planned to meet a -vjide range of mental, physical, and soci.al 
abilities of children, 

. be flexible to allov; for different cominunity needs, school 
facilities and staff abilities, 

• be based on the conviction that success breeds success. 

, be vigorous enough to contribute to the improved fitness of 
all children, 

, contribute to t):e understanding and improving of relationships 
betv;een boys and girls, 

• help children to understand and accept their own limitations 
and abilities, 

, help children to be tolerant of the limitations and abilities 
of others, 

, provide experiences that help children to adhere to acceptable 
cudes of behavior, 

, help provide physical experiences that are lacking in today's 
society, 

, provide a constructive outlet to help relievo the emotional 
tensions of children, 

, provide children with the knowledge and skills ;Thich viill 
help promote life-long hr.bits of physical activity, 

, instill in children an appreciation for physical activity 
and help them know the joy of movement • 



'^^^^ T^achin^!; of P hysical Education in the Ele me ntary School . lio'ird 
of EJuc..nion oi' PalTir.ore ^ik^unty. Tovson, hrrr3TLa"ncr;"T9cn 



ALSO DELIEVE that: 

p the young child* s motor ability greatly influences hin self- 
concept* 

. play is the child's natural vrorld of work. 

• efficient use of the body can help each child approach his 
maximujn potential. 

. children learn through a variety of experiences involving all 
the senses. 

* each child is individually important. 

. undue tension and frustration impedes the child* s ability to 
learn. 

. programs which meet the needs of children help to promote 
self -discipline and self-direction. 



SCISi'TiyiC BASIS OF PFfYSICAL EDUCATIO:! 



Physical Grov/th 

' The hujnan organism has ai\ in>;erent urge and need for activity. As 
Gardner Murphy (12) states, " activity needs are indeed as fundamental as the 
nutritive need* We are provided with a set of complex organic equipment and 
if It is not ."illowcd to function something happens to us> just as in using 
it we find joy/' Children satisfy this need through play. Adults are find- 
ing they cannot satisfy this need through work and normal daily routines but 
must plan for active recreational pursuits^ 

Heredity determines the limits of physique and basic body build but the 
contribution of movement and exercise to the development of tissues^ bones, 
and organs is vrell documented, Espenchade (U) summarizes research in this 
area, ^'Desirable changes in bones, connective tissue, fat and musculature 
occur as a result of exercise. These changes are not necessarily permanent 
but are dependent upon continued activity. More lasting changes in sti^ucturo 
almost certainly result from long continued specialization. Exercise, then, 
stimulates growth of body and makes the individual stronger and more capable 
of efficient function,^' 

Rarick (l5) indicates that pre-adolescent school age children need four 
to five hours of physical activity each day* V/ith approximately five-sixths 
of the child's school day spent in the classroom one can understand how 
essential it is to provide a daily, vigoious program of physical education 
for all children. 



Physical Fitness 

There has been nationwide concern regarding the physical fitness of 
children and adults, Icpdiiu^ to t'^.n dcvolop'iont of a Preside^.t^s Commission 
on Physical Fitness, This coranission has done much to promote physical 
fitness. The value of having an adequate fitness level was siommarized by 
Hein and Ryan (9). who analyzed over one hundred clinicL^l and research studie^j. 
They give the following points as major contributions of physical exercise: 

1, Maintenance of desirable weight, thereby indirectly reducing 
the possibility of degenerative diseases and a shorter lif3 
span associated with overaeight 

2, Improvement of health and the cardiovascular system 

3, Preservation of the physical characteristics of youth and 
the accompanying psychological effects which exert a 
favorable influence on prolonging life 

li. Enablement of the individual to meet emergencies more 

effectively^ thus hclpinr; to preserve healtn and to avoid 
disabilities. The habits of exercise if developed in 
childhood will lead to the enjoyment of these benefits, 
valuable at any age. 



Johnson (11) cites ovidenco that adequate levels of physical fitness 
can contribute toi 

1, control of body weight 

2, the improvement of the quality of neuromuscular skill 

3» more efficient functioning of circulatory, muscular, digestive 
and lymphatic systaiis of the body 

U* improvement in strength of the bones of arms and legs, 
especially in children 

the body* s ability to resist chronic diseases 

6» emotional well-being of the individual, 

Schurr (l8) states ''the values to children are long-range as well as 
ijTimediate for they will acquire the techniques of and the interest in main- 
taining physical fitness throughout their lives* If children are identified 
as physically unfit, a well designed program can be undertaken to develop 
acceptable standards of fitness in s short time,'^ 



Motor Development and Skill Acquisition 

A large proportion of the learning involved in the development of 
readiness skills is motor learning. The first learnings of the infant are 
motor learnings; the first responses of the infant are motor responses^ 
Later, more complex activities such as perception, symbolic manipulation, 
concept formation and the like will develop (Piaget, 1952), However, thee^e 
more complex activities depend upon and utilize in their acquisition the 
r.ore basic motor learnings, Insofar as the early motor learning is defic- 
ient, the more complex learnings vrlll be impeded and retarded. The motor 
activities of the child, therefore, become importsnt not only for their own 
sake, but for the contribution which they must make to the more complex 
activities which he -vail be requested to perform at later stages (Kephart, 
1965). 

Schurr (18) suirjnarizes as follows: 

The child begins to develop motor skills in the prenatal 
stages, and consequent skill development follows a sequential 
pattern. Children have acquired patterns of performance in 
the basic locomotor and non-locomotor skills prior to their 
entering school. As these basic skills form the foundations 
of the everyday work tasks and play skills of children, it is 
important that an instructional program is started in tho first 
grade to ensure proper acquisition and refinement of the more 
difficult skill patterns* Unfortunately, many children enter 
first grade with a very low level of locomotive and manipula- 
tive skillso Although maturation provides them with the equip- 
ment or readiness to le^rn, they must have opportunities to 
practice and refine their skills. It is true that some progress 
can be made through the trial and error process^ however, constant 



analysis of errors and suggestions for correction can reduce 
the niDTiber of repeated failures* 

Many studies have supported the hypothesis that specific 
instruction in skill will result in learning. Repeated practice 
is the essential element in acquiring proficiency, and greater 
retention of skills is promoted by overlearning. However^ in 
the primary grades maturation may exert a greater influence on 
new skills than does learning. Opportunity for general practice 
through game play, and exploration with certain skills, will 
prove more productive at this stage than emphasis on extended 
practice and direct skill teaching. 

Sports are an Important element of the American culture 
today, and they exert influences on the populace in many ways* 
The acquisition of a certain level of proficiency In tradi- 
tional American sports is beneficial to both girls and boys 
and a knov/ledge of the conduct of sports is also valuable, 
whether one participates as a spectator or as a player. Since 
most adults tend to select leisure time activities in which 
they had formerly achieved skill, guided practice in learning 
sports skills is essential so that people will have a variety 
of sports activities to enjoy* 

Motor skills also provide avenues of expression for 
creative and aesthetic efforts. Only by learning through 
experience what the body can do can the child explore this 
mode of self-expression. The learning and practice of motor 
skills is essential in order for a child to acquire the 
tools to achieve desirable goals of physical fitness, recrea- 
tion skills, scholastic achievement, and social efficiency. 

Intellectual Development 

Philosophers and educators have long stressed the importance of a sounc' 
body and good health as a framework for optimum mental effectiveness. 

Recent rei:,oarch has indicated that the type of movement a c^^il^J 
experiences has many influences on his academic achievement, Beth Godfrey 
(5) and Kephart (I/4) worked with low achievers and discovered that perc3ptual 
ckill deficiencies were prominent factors in poor academic vrork. It apponr^^d 
that programs of motor therapy aided these children in developing their 
symbolic -perceptual systems, and thereby improved their academic achievcr:ent • 

Gowell and Ismail (2) studied the results of aptitude tests and acuieinic 
success and IQ and found that measures of coordination and balance v;ere tood 
predictors of academic achievement. Much experience in activities includiuj 
many b^?.ance and coordination items shonld therefore promote a better chance 
for academic success for these children. 

Cratty (3) has summarized the relationships to bo found among perce^nt.ion, 
r.otion^ and academic achievements 

1. Movement activities will aid a child in devo loping pn 
^^'/circnooo oT' tlie scquc.:ce, variety, end n-it':rc oT 



2 1 Motor tasks may aid in the development of certain percepi-ual 
attributes. Visual-motor coordination is important to 
accurate hand movement for writing and drawing, 

3. Improved motor task proficiency, reflected in better fitness 
and sport skills^ may result in the improved academic per- 
formance of some children with learning problems, because 
thoir self -concept has been enhanced. 

U. Movement experiences, if properly applied, may help some 
hyperactive children to place themselves under better con- 
trol which will, in turn, lead tov;ard increased competency 
in classroom tasks, 

5. Visual training may aid some children to learn better if a 
careful visual examination precedes such training and if the 
components of the training program are applied to the 
remediation of the specific deficits identified in such an 
evaluation. 

Humphrey (10 ) has presented research evidence that children taught 
various language concepts with an "active game approach" learned signifi- 
cantly more than the control group who v^as taught through traditional 
methods. Humphrey concluded that the high motivational state elicited in 
game situations produces the desired results in language skill improvement, 



Social and Emotional Development 

Physical education is often referred to as a laboratory for children 
to experience social interactions. There are a wide variety of activities 
which provide opportunities for children to interact, Courtesy, modesty, 
cooperation, dependability, honesty, respect for authority and rules are 
concepts which ctin be developed through active participation in realistic, 
demanding situations. 

Simply providing experiences will not insure the development of social 
skills and moral values. The teacher must plan situations where children 
have responsibilities^ friendly rivalries, and decisiona to make , But most 
of all the teacher must take advantage of the ^'teachable moments" when 
problems arise. 

Good play skills are of major importance. Gutterldge (6) states: ^' Skill 
in bodily activity has deep rooted social significance. It is to be ranked 
firv3t among factors that lead to a child's acceptance among his peers, 
Approval raises for him the value of an activity and leads him to put forth 
to reach acceptable standards and to compete successfully with others," 

Among the developmental tasks which Havj.ghurst (8) lists for middle 
childhood (ages six to twelve) is that of learning physical skills necessary 
for ordinary games highly valued in childhood. The psychological basis for 
this is the fact that the peer group revjards a child for his successes and 
p^«ju:iishes him by indifference or disdain for failure. The cultural influence 
suggests that girls are expected bo learn these skills to a lesser degree 



thi'H boys. Girls can do rather poorly in game skills and still hold status 
in the group, while boys who do poorly loso status. 

Hardy (7) found that the b'rst-liked students were superior in athletic 
ability to the unpopular students. She concluded that the most popular 
children were, on the whole, usually proficient in the type of playground 
activities comrriOnly engaged in by boys and girls of elementary ago, 

Rarick and McKoc (16) found that the individual who was highly skilled 
in motor activities was also more popular, had higher intelligence , and was 
better adjusted in school than the student with less skill. Reiman (l?) 
investigated the relationship between motor performance, scholastic achiove- 
nent^ and the peer status achievement and scholastic achievement. Again^ 
physical skill appeared to be more important in peer status for boys than for 
girls. There are other studies which indicate that a good level of motor 
skill is important to a child^s relationships and status in his peer group« 
The individual who is ^'accepted^^ has fewer emotional tensions and thus v/ill 
function more efficiently^ both physically and mentally. It is apparent that 
the child who enters school with poor motor skills and little previous 
opportunity to learn games is at a serious disadvantage if he receives no 
instruction or the opportunity to improve his situation at school. 

Sohurr (18) makes the follovang comment: 

Activity releases built-up tensions and pressures 
acquired from a prolonged period of concentration on 
academics. The physical education period which is 
scheduled at an appropriate time following sessions in 
the demanding subjects of math or science can reduce 
stress. Results of several studies indicate that stu- 
dents concentrate and/or perform bette)^ in the class- 
room after a period of vigorous activity. 

Physical education contributes to the developr^ent 
of emotional control, since play periods are filled 
with emotionally charged situations. Games are demand- 
ing whether or not there is an emphasis on competition. 
Dance and gymnastic performances are exciting in them- 
selves. Anxieties build up. Doth losing and v;innlng 
produces anger, disappointment, elation or joy. Learn- 
ing to control these emotions can only come about through 
experiences and guidance. Team competition teaches the 
discipline of accepting failure. Children can adjust 
better to a defeat when they share this defeat with team- 
mates. / 

The successes and failures children have greatly influence their self- 
concept, v;hich also acts upon their personality and the approach they take to 
new activities. It is obvious that as a child sees himself become m.ore able 
to do things that are meaningful to htrri, more able to direct and control his 
body, and more able to deal vnth his peers, he gains a new respect for him- 
self. The picture he has of himself in his own mind undergoes change for 
the better-.-not through self-deception or mere verbal assurances but through 
the objective data of performance, his o\m perfomance. As he progresses to 
increasingly difficult activities, accepts hazards, perhaps even learns to 



survive fallings vithout Injury, he begins to see that ho can copa more 
adequately and confidently with this phase of his life, As the physical 
base of the personality becomes reasonably solid, and large and small 
muscles are brought under control, the personality's intellectual and 
emotional components have greater opportunity for maturation and expression* 
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ADMINISTRATION 
SECTION I 



Oli'^NEl^AL PROCEDURES 



Sources of Infomatlon Concerning School Ppllcles 

The Teacher's Association of Baltinore County is the current exclusive 
representative and negotiating agent of all certified, professional personnel 
except the Superintendent of Schools and employees named by the Board of Edu- 
cation » As such, the Teacher's Association of Baltimore County has negotiated 
with the Board of Education a number of items of concern to each teacher in 
Baltimore County. The Master Agreement^ a booklet available to all toachers, 
clarifies items such as teacher's rights, grievance procedures, teacher pro- 
tection, professional conduct, teaching conditions, and other matters concerning 
one's position in the county. All teachers are encouraged to read the Master 
Agreement * 

Policies or particular interest to the elementary school physical educa- 
tion teacher that are not specifically listed in the Master Agreement or the 
Baltimore County Policy Manual, located in the school office, are included in 
in this section of administrative procedures. Any items not included hero 
should be clarified with the local school principal. 

Assignment of Teachers 

Initial assignment of teachers new to Baltimore County are made by the 
Area Directors on recommendations by the supervisor of elementary physical 
education, the school administrator, and the Office of Personnel. 

Guidelines regarding employment transfer policies can be found in the 
Master A greement between TABCO and Baltimore County Board of Education. 

Teacher Evaluation 



Procedures for teacher evaluation are set forth in the Master A^reenont .t 
between TABCO and the Board of Education. These policies apply to school 
admini.^itrators as well as central office staff. All teachers should be fully 
aware of their rights and responsibilities relating to this policy. 

I nse nice Program 

iach year the physical education department may offer one or more two- 
credit inservice courses. The courses are designed to improve the on-the-job 
performance of teachers. Teachers are encouraged to take advantage of these 
offerings, which are detailed in a manual of inservice co'irses sent to each 
school from the office of Curriculun Development. 

Teachers planning advanced work should be in close consultation with the 
Office of Personnel I Procedures and details concerning use of credits, advance 
degr€:es, etc., can be found in the Master Af^reement between TABCO and the 
Baltimore County Board of Education. 

15 



Scheduling 



The principal has the final responsibility for fomulating the physical 
education schedule v;it}dn his schools The physical education teacher should 
take the ihi tint ivo and submit Ills gUgflostions to the principal concerning the 
next year's schedule, considering such factors as: prograjn, facilities, equip- 
ment, etc* Initially each class should share equally the number of periods 
allotted J however, the schedule should have some flexibility to provide addi- 
tional time for those classrooms and/or children having special needs* 

There are different methods to use in scheduling and many factors to con- 
sider, such as? (1) schedules of other special teachers, (2) playground, bus 
and cafeteria schedules, (3) team teaching, (I4) non-graded program, (5) block 
schedules, (6) departmentalization, (?) chorus and band schedules. Taking in- 
to consideration these variables, the teacher must decide what type of schodulo 
best suits his school. (See Appendix for Sample Schedule) 

Class periods should be long enough to provide for a period of instruction 
and a brief evaluation of the lesson. Time should be allowed between classes 
for orderly Dismissal and preparation of materials for the next class. It is 
recommended ton ninutoo boforo and after the duty-free lurich period be allotod 
to assemble and prepare supplies. 

Each classroom should receive a minimum of 1^0 minutes of physical edu- 
cation per v;eek under the direction of the classroom teacher and/or the pliy- 
sical education teacher. Generally the tirie allotment for physical education 
periods is 20-30 minutes for the priraary grades and 30-1^5 minutes for inter- 
mediate grades. The number of we^^ly instructional periods for the physical 
education schedule should range from 35 to '40 periods. Daring the days vrhen 
the physical education teacher is not scheduled for a particular class the 
classroom teacher is responsible for conducting the physical education pro- 
gram. The classroom teacher is net required to remain when the physical edu- 
cation teacher is teaching the class. All school administrators are to vrork 
toward providing a daily 30 minute planning period for teachers. 

Schools viith 18 rooms or m»ore receive the services of a full-time phy- 
sical education teacher, and those schools v/ith fever than 18 rooms receive 
a teacher on a half-time basis. Kindergarten and special education classes 
are currently not included in computing the number of rooms in a school. 

Substitutes f or Physical Education Teach ers 

All schools should attempt to obtain the names of competent persons to 
conduct the program, during the absence of the physical education teacher, 
Physical education teachers must have lesson plans as v;ell as lists of his 
other duties or responsibilities available for the substitute. Hie act- 
ivities used vjill depend upon the experience and qualifications of the sub- 
stitute teacher. If a teacher anticipates an absence of three or more days 
he should notify the area helping teacher. 

Other policies on substitutes can be found in the Baltimore County Manual 
of Po licies and the K aster A;^reement between TABCO and the Board of Education . 
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Scoreboaixi 

The SCCriEBO/\KD is the official publication of the elcnentai\v school phj^i?!- 
cal education staff. It is produced I4-8 ti:r.Gs per year and distributed to the 
physical education teachers via the station vragon \:ith an extra copy for the 
principal. Tlie SCOREBOARD should bo retained for at least one ycai^ for future 
reference , 

Iteris of personal, professional or huncrous nature arc solicited, Thi6' 
publication is the vehicle for shoeing of ideac a]id expressing vicv;pointG» 
please send your contributions to the Office of Physical Dducation or to your 
area helpini"^ teaciicr. 

Guidelines for Appropriate Dress for Physical Education Teachers 

All teachers should be an exaj^iple for the student to emulate. Although 
a standaixl uniforn is not required, plain clothing in vjbite, blue or Qvay^ or 
conbinations thereof is the custopiary dross for the elementary school physical 
education teachers in Baltinore County. Just as proper footvjeai^ is necessary 
for safety and good performance of pupils, the teacher should not overlooi: 
the need for foatv:ear vihich is not only confortable but professional as v;oll. 
Shirts and jackets v;ith the Baltinore County Fliysical Education emblem ai^e 
available through the chairman of the Uniform Committee. A uniform does not 
make the teacher, but the teacher v;ho exhibits a professional appearance can 
help a good progi^am receive greater respect. 

Guidelines for Approp riate Dress for P upils 

A • General 

1. The appropriate dress for elementary school physical education activi- 
ties is to be decided at the local school level. 

2. All schools should announce, through a vTitten notice to parents, 
their policy on appropriate dross. Schools should not suggest to 
pra^ents or students the purchase of a regulation uniform. 

B. Clothing Chancres 

1. Girl^ should be encouraged to change for all physical education 
periods and bo required to change for activities such as tumbling and 
apparatus. Shorts or bermudas \fovn under skirts ;;hich can be slipnud 
off ai^e i-iost ccnvsnient. 

2, Boys should be encouraged not to wear good clothes for activities 
;;hich night cause weai" and teai\ 

C. Shoes 

1. Every effort should be made to encourage children to vrear tennis shoes 
for physical education periods. The school may -"jish to make some pro- 
vision for those children i-r^ho are unable to secure tennis shoes. 

2. Tennis or rubber soled shoes are needed for safety, protection> and lov 
better performance. Tennis shoes cannot be justified on the basis of 
protecting tile floors. 

O ^ 3. At no time should children be permitted to perform in their ctccking 
ER^C or baj;^ feet. 



U* Children without tennis shoes should not be excluded from the total 
physical education period but only from activities in which stroot 
shoes would create a hazard to thewselvN^s or others. 

Reporting Pupil Progress 

Where physical education grades are now given, the physical education 
teacher should> upon request, rocornmend physical education grades to class- 
room teachers • It is a practical impossibility for a physical oducation 
teacher to have the sole responsibility for grading all pupils in a U^-lOOO 
pupil elementary school. The physical education teacher should be familiar 
with the grading periods and establish v;ith the classroom teachers a time 
for discussing pupil ^s grades. 

Safety and Reporting Accidents 

The physical education teacher might be responsible for developing a 
comprehensive t^e:!ety program, including bus, h.all, room, gymnasium, and play- 
ground safety. The development of a good program is a continuous process t 
Teaching safety practices should be a regular part of the physical education 
program emphasizing those activities which h'^vo inherent safety hazards. A 
safety bulletin is located in the Base Program section of this guide • Please 
read this bulletin carefully. 

A student who has been injured should immediately be taken to the of- 
fice or school nurse j if necessary, the zmrae should be brought to the injured, 
student. AJl injuries, accidents, or illnesses other than minor bruises 
should be reported in writing to the principal's office on the regular 
accident report form# All information requested on this fum should be prop- 
erly filled in, especially a description of the injury and the proced^arcs 
that will be taken to prevent further injuries of the same nature. (See 
sample of accident form in Appendix.) 

Care and Pro tection of Physical Education Supplies and Equipment 

Definition t Supplies, as the word is here used, refers to materials 
v;hich need continual replacement such as balls, bats, nets. etc. The Board of 
Education recognizes that such materials are tools of instruction just as 
essential as books in the classroom. Therefore, the school budget allows 
each school to purchase a certain amount of such supplies in each school 
yoar. The current school allotihont per child ohould bo nscertained each year 
in grades one through six; each kindergarten child counts one-half child. 

Dis tribution of Supplies : One method of distributing supplies is to in- 
ventory supplies and equipment and, based on early plans, keep enough for 
physical education class instruction. The remaining supplies may be divided 
and issued to each classroom. 

Another method of distributing supplies is to establish a distribution 
point from which each classroom can draw and return needed supplies. This 
can be organized on a grade basis or a school wide basis. 



18 



A central supply aroa such as tho physical education office or supply 
room can effectively provide classes with supplies which are not ordinarily 
distributed to the classes. Appropriate games may bo kept in classrooms 
for children to use during inclement weather • 

Audio-visual supplies and equipment^ stored in a central location, 
are checked in and out by all school personnel* 

A running account should be kept of the physical education supplies in 
each classroom and those in the central supply area. This provides reasonably 
accurate inventoiy at any time. All physical education teachers should design 
their own inventory sheets to account for all the items in tho school's 
physical education stock* 

Care of Equipment i Children can be trained to check periodically the 
equipment in each classroom, to inflate balls and to return to the physical 
education teacher any items that need repair. 

Professional repair of balls and equipment is more expensive than pur- 
chasing new items. Each teacher can quickly learn to use the ball repair kit 
provided each school. Items such as masks and gloves can be taken to local 
shoe repair shops, old equipment torn apart and the good parts used as re- 
placements. 

The following items can be repaired by Board of Education: 

• Stop watches and tiJners(Tag and send to Repair Shop at Aigburth 

Manor) 

• Tape recorder 
. Phonographs 

• Parallel bars 

• Vaulting boxes ( Tag and send to Cockeysville Warehouse) 

• Springboards 
» Mat trucks 

• Balance boards 
. Batting tees 

« Balance beams 
« Scooter boards 
. Balance bench 
. Power megaphone 

Orde rinp SupplievS t In the spring each school receives four copies of 
the Physical Education Supply Order Fon.i from the Purchasing Department* 
Based on a per pupil allotment, the physical education teacher and tho prin- 
cipal determine the physical education supply needs of the school* Of the 
completed orders, one copy should be retained by the physical education 
teacher, one by the school office and two complete forms, including a full 
inventory, should be returned to the Office of Physical Education. These 
orders are combined, placed on bid, and delivered to schools tho following 
fall. All items received should be checked against the yellow purchase forms 
retained in the school office regarding quantity ordered and item numbers. 
The yellow purchase forms should also be checked against the amount and kind 
of items ordered on the original supply order form. 
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Sur iiy r St or a no : At the end of tho school the all supplies should be 
inspocie'd, clcanccf'if necessary, inventoried, and stored in a dry ai^ea. A 
copy of the inventory should be left in the school office and \ath the physi- 
cal education teacher's records. 

Basic E<q viipr;ent per Classroom ; 

Note: In general, estimate your teaching needs for the base progran. 
Divide and distribute the remainder of tho supplies among the classrooms. 

• Kindergarten - Grade 1 

Playground balls 
Bean bags 
Bov/ling pins 
Long jump ropes 
Short jump ropes 

^ Grade 2 - Grade 3 

Playground balls 
Utility ball 
Bean bags 
Bowling pins 
Long jump ropes 
Short jump ropes 

• Grade h 

U - e-i^-'^ or 7" Playcround balls 
2 - Utility balls or soccer balls 
2 - Volleyballd 

Long jump ropes 

Short jump ropes 

Bovding pin^ 

Set of threi bases 
2 - Soft - softballs 
2 - 30^' Softball bats 

1 - Catcher^s mask (if this is not available, tho 

' catcher should be kept 1^ feet back) 

1 - Catcher's ch|5st pro^eccor 

• Grade 5 - Grade 6 

U - 7^' Playground balls 

2 - Utility balls or soccer balls 
2 - Voileyballs - 

1 - Intermediate football 
1 - Biddy basketbiall 

Long jump ropes 

Short jump ropes 

Bov7ling pins t 

Set of three pases 
1 - Soft - softbaJ^l 

1 Softball f 

2 - Softball bats' 
1 - Catcher 's mask 

1 - Catcher ^s ^host rrotectcr 
O 1 - Catcher ^s ^:it 
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U - Balance beams 

1 - Balance bench 

6 - Balance boards 

1 - Ball repair kit 

k - Batting toes 

6 - Biddy basketballs 

1 - Cage ball 
10 - Canvas bags 

G - Dock tennis rings 

1 - Doon-^ay gym bar 

1 - Dry lirfier (30 lbs.) 

6 - Footballs (intermediate size) 

1 - Game timer 

1 - Marking paint 

3 - Mat hangers or mat cart 

1 - Parallel bars (nodiun) 

1 - Physical Educator and accessories 

I? - Poles hard surface courts (3 long and 2 short) 

1 - Record player 

Records (one of each album): 

Childhood Rhythms ^ Albums 1 and 2 

Honor Youi' Partner , Albums 1, 2, 3, 6, ?, 

8, 12, 16 and L?'JCk 
Selected single copy folk dance records, 

choice of 26 
First Folk Danc es. RCA, LPl62$ 
All Purpose Folk'Dancos > RCAj LPI623 
Folk Dances for Fun , RCA, LPl62h 

It - Relay batons 
2h " Scrimmage vests 

h - Scooter boards 

1 - Springboard 

1 - Stop watch 

1 - Table pump 

1 - Tape measure (100 ft.) 

1 - Tetherball 

1 - Tug-0 ^-War rope 

6 - Tumbling mats (ii* x G') 

1 - Vaulting box 

2 - Volleyball nets 

1 - Volleyball standard (indoor) 

Ilaintonance Requests ; The physical education teacher is responsible for 
checking *an"ct submitting Co the school office maintenance requests concerning 
the follouing: 

repairs needed to apparatus equipment indoors and out 
repairs needed to backstops and fencing on hard surface court 
. repairs needed on athletic and play fields 

repairs needed for viatches, pumps, tumbling mats, and other 
physical education equipment. 

A maintenance request form will be sent to each school in the spring for 
work which needs to be dono over the .summer roonths. 
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Requests for changes and additions to the standard painted diacr^D^s, 
either indoor or out, vnal be accompanied by a detailed di%wing, sho;;ing the 
design doiiirod and its location* 

Other requests for repair, such as curface of hai^d ccurt, rcplaceront of 
broken tiles, etc.^, should be cleai^ly stated under ''other requests/' 

linorgency repair requests should go through ;th,f>^ principal v/ith a copy 
to the Office of Physical Education, 
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Special Events 

;njy be 

Tne physical education tdacher responsible for one or r.orc of the 
follo^•in^ ; 

P.T.A. progra."! 

Hay D^X;', Spring Festival, Carnival, or Basarti^ 
Interschool or intraschool sports day 
Chi^istiias or other holiday pro^rrj^s 
spring i^usicals, ai^t festivals 
Brotherhood ;;cck, Arbor Day^ etc, 
School picnics or outings. 

Discuss ',;ith ,tho. principal, as eai^ly as possible, your responsibility 
for special events. Try to finalise dates, the;":es, and purpose, and organi?:e 
your teaching plans to enconpass the events. 

Chock ail school files for past programs and if necessary confer v;ith 
ycur area helping teacher for ideas and suggestions, 

li ileag e 

All teachers are expected to provide their o\in transportation to their 
place of eriplojT.ent , The Board of Education presently pays teachers 10^^ a 
nile for travel expenses necessary for conducting other professional respon- 
sibilities. Teachers assigned to more than one school will receive paynont 
for travel greater than the round trip distance from their hone to their 
home scliool. The hor.c school v;ill be the school at v:hich the teacher spends 
the largest ar.cunt of tine or, in the case of equal tine at t^,;o schools, the 
hone school ::ill be the one closest to the teacher's hone- 

L:::;nplc I, Assignr.ent School A, hone school, 3 days - School B - 2 days 
School A, horie to school five nilcs, round trip ten niles 
School B, hone to school seven nilcs, round trip fourteen nilcs 

lixcess distance B round trip ever A = four nilcs 

Ilileage clained per v:eek: ei;;ht niles 

Kxariplc II, Assignnont School A, hone school, 2,5 days - 

School b', 2,;' days 
School A, hcr.e to school five niles, round trip ten niles 
School B, hone to school seven niles, round trip fourteen niles 
Excess distance B round trip over A = four niles each day 
One day travel fron School A to B at neon, return hone 

from School B, 
r>:ceGs nileage for this day ^ five nilcs 
Mileage clained per vieek: thirteen nilcs, 
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Conpioto niloagG policies will bo found in the Mas tor AgrcoTO ut botuccn 
T/J3C0 and Baltirr.cro County Board of Education. 

rime S ho cts 

All toachcrG in }3altir.ore County nuct sign in at their schools at least 
l:-30 ninutec before the tir.e appointed for the opening of school, and should 
rtvriain at the school at least lJ;-30 minutes after the tir.e appointed for die- 
\i3sal, for a total of U5 minutes beyond the normal school day. 

Teachers servicing more than one school ixxst sign in at each school, ond 
elso inforn the hor:e school of attendance at other schools. The hone school 
is responsible for reporting aotondance to the Off ice of Payroll. 

A teacher should clarify these attendance policies v;ith his principals 
and consult the Master Agreement betv;een TABCC and Baltimore County, 

Personnel Inf ornation Form 

The Office of Physical Education often receives requests to recomiTiend 
teachers for other positions oi' to vrrito references for individual profession-- 
al advancement. These are the basic reasons requiring the Personnel Infor- 
mation Form. 

Each teacher should return the completed form to the physical education 
department before the end of September, The form will bo redistributed each 
year so that teachers can make additions or deletions. 
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SECTION II 
PROGRAM GUIDELINES AND POUGIES 

Program Responsibilities 

The Board of Education of Baltinore County is committed to a strong 
elementary school physical education program. Each child is to receive a 
minimum of 150 minutes per week of physical education, exclusive of the 
lunch period, free play, or recess t The major responsibility for planning 
the school's yearly program lests with the physical education teacher. Hie 
responsibility for implomoutjng the program is held Jointly by the phy- 
sical education teacher and the classroom teacher; however, tJie tzx^nd ir. 
Baltimore County is for the physical education teacher to be responsibl6 
for teaching an increasing portion of the program. Any increase in the i*um- 
ber of classes taught by the physical education teacher will require the as- 
signment of additional physical education teachers per school. Until this 
.-'jicreaso occurrs, the classroom teachers must continue to carry their share 
of the responsibility for teaching physical education. 

Current policy dictates that the classroom teacher does not have to be 
present when the physical education teacher instructs his class. Therefoi^e, 
it becomes very important for the physical education teacher to develop 
methods for communicating v;ith classroom toachoro to insure a sound, daily 
physical education program. 

The school principals are responsible for the total programs in their 
schools, and all programs planned by the physical education teacher must bo 
cleared vith the school administration. Because of variations in school orp,-' 
anizational patterns, time allotments for physical education teachers, staff 
:,biliti^js ,and school facilities, each school develops its own pattern in 
providing a sound physical education program. 

The Supervisor of Physical Education and Area Helping Teacher 

The main purpose of the supervisor is to help each physical education 
teacher do a better job of teaching. The office of the supervisor is opon to 
any teacher, and requests for help or information will always be attended to 
as quickly and promptly as possible. 

An experienced physical education helping teacher is assigned to each of 
the five areas in Baltimore County, with released time each week to assist 
teachers in his area. A helping teacher does not evaluate or submit written 
reports on other teachers. His function is to advise, teach demonstration 
lessons, provide materials, share ideas, and servo in any possible way to help 
teachers improve their physical education programs. 

Discipline 

Most children react to physical education in a positive and enthusiastic 
manner* Discipline that is consistent, reasonable, fair, and firm will help 
chiidrcr. to do^^'elop self-control, emotional stability, and wholesome self- 
concep-Vr,. A teacher who provides consx^^tent discipline mr.kes it- possible for 
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children to develop ijtrblo valuos in behavior, There ca^o i\o "surc-firo" mcroh- 
ods to ^j^.iaivuitoe ucod disciplinCj but the follo;;in[; i;ut;2eGtions nay be helpful: 

liA\7. A GCCD HtCGi'^u.', Keep all puT)i].^ busy^ and includo activities vtiicli 
enable pupilc uo ''lot cfi' steari" in acceptable ways. Borodom is a potent cause 
o£ discipline pi'cblens, Keep your proc;rari interesting vnd cxcitinc. 

CRIl^iTJ] A }IIl/iLTHY CLIMATE. A claGsrooii ruled by feai^, threats^ or unroar;on- 
able puniaiiriont crcater. r.ore probleins than it soIvcg, Do not puni:;:h the entire 
clasLi for tlio nicdeods of a fcv;. Treat pupils \:ith the c-j-^.c rei;pcct and cour- 
tCGy you expect fron then. 

la-EP IIXTUNATICNS AIID DEKONSTRATICNS BRIEF. Talking it} not necessarily 
teaching;. 

V/AIT FCR ORDER B?:F0RE SFE/iKlNG. If what one has to say is v:orth saying 
it's v;orth liearint;. Kefuse to talk above confusion, 

BE CCilll^TEIIT. Children quickly respond to the leadership of the teacl^or 
who is thoroughly propai^od every day. 

BE OBSERVAIJT. Develop the abiliiy to scan the vactivity ai^ea to be awai^o 
of conditicns at all tines. 

Lir lUPILD IffiLF SET STAi33ARD3, ' foi". cuoper atively ^:ith tho pupils to sot 
up reasonable standards of boliavior. Test the standaixls. 

Dl\Tr:T b'CULD-BE iriGCHIEF-Iuu^ERo . Invite possible disturbers of the peace 
to ,;;ivo su::o service to the class or to tiie scliool. Ccrunend then for ho ser- 
vice. ;^;^rossioa riay be an cx;,Tession of hunger for attention. 

CCIjIIID OTCD DiillLWIGR. iixpross rccognibicn of the pupils' desire and 
ability to develop self-contro], . 

:!lndcr ^;ca^t en 

The kinder^ai^tcn progrra'^i in Daltir;ore County is expandinf^ to provide 
kindorc'aaen classes for each elenentary school. The purpose of the progran 
is to provide tl:ie pro-school child v:ith experiences which contribiite to;:nrd nis 
readiness to learn, The procran is child-centered and rcccGnises that children 
learn through play. Motor dovelopnent is eriphasir.ed throuch experiences in- 
volving^ fine and gross nuscle control. 

At present, physical education teachers are not required to schedule 
kinder^^arten classes. However^ if tine pernits and the principal approves, 
any ph;ysical education teacher v;ho has an understanding^ of young childreri, 
tlicir learning and behavioral patterns>and notor developnent potentials, nay 
v;ish to include kindergarten in his schedule. 

Physical education teachers are encoura^^ed to act as consultants in pro- 
vidir.g activities and naterials to kindergarten teachers. 

opecial education classes^ located in Vac elenentary schools, ore ser- 
viced by the physical education teacher, ilai^iy of the classes ai-^e r.ulti-nce 
groups w^ith chilcbTjn who nornally ^.:ould be in ^:rades cnc-two-thrce or four- 
five-si:: They will benefit by having the opportunity to have physical edu- 
cation '.:..bli chilcb^en of their own physical size or ability as w^cl as by being 
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cchedulod as an indlvichiisrl class • 



There are various classifications of children in this program; 

• the mentally Itnitod 

j-^ducablo - special classes in regular schools 
trainable - in special schools 

• the physically handicapped 

in class called - v;hen the physical handicap prevents the 
children from operating in a regular school 

• the neurologically imparled and emotionally handicapped 

in class called - class for behavioral jand learning disabil 
ties (BLD) - (children of normal or higher I, Q.) 

. the children with specific langua disabilities 

hearing loss - children with jrmal I. ^ut with aphasia 
and a very ef^^cific language disability 

Physical education teachers are most likely to be concernod witii the 
retarded educable and with the behavioral and learn:* *.g disability classes in 
their own schools • Ihe other children are usually assigned to special 
schools which have programs to fit their needs. 

Remedial Physi cal Education 

Although the priJuary purpose of the public school is to educate the 
child to his maximum capacities, this is often not accomplished. Some - 
children will ha^e needs in physical education that cannot be met during 
the regular phy.sical education class* These children and their needs should 
be identified as soon as possible and the children placed in a program of 
Remedial Physical Education, if the teacher's schedule permits. 

Remedial physical education is not to be confused witn physical ther- 
apy or correctives. Remedial physical education provides additional time 
for individual or srall group instruction which will help children gain 
confidonco and dovolop those skills which are goals of tha regular phy- 
sical education program. 

The following suggestions should be helpful s 

I. II'^w can this child be identified? 

Children in the most need of such special considerations often fall 
into the follovjing categories. 

A. Timid- tho child wiio is afraid of injury, failure or ridicule 

B. Obese- the child who cannot succeed because of a v;eight problem 

C. Restricted or deformed- those children who cannot participate or 
su«"ceed because of congenital deformity or are restricted in act- 
ivities because of medical reasons. 

Di Poorly coordinated, av/kv/ard, often with belov; normal strength and 
endurance. 



II • How can this program bo reorganized? 

A. Scheduling: i-Xipils should laeet one or more tijries per week in add- 
ition to their regular scheduled class period. 

B. Contiguity: Children with similar disabilities should cone from 
the same clr.S3 or same grade, and be approximately the same age, 
so that they vould be able to assist each other during daily prac- 
tice sessions, 

C. Class sizet Classes should have no more than ten stuaents> so that 
there is opportunity for individual instruction, 

III*'" VJhat factors are pertinent to a program of remedial physical education? 

A. Individual instruction: Children should be instnicted on an individ- 
ual bania and should be [^ivcn a great deal of timo for practice. 

D. Level of development: Children should be taught at their individual 
levels of development and be given activities in which they have 
the opportunity for success. Activities should be noichor too 
easy nor too difficult but should be challenging. 

C» Pre-planning: Activities should be pre-planned and developed so 
that a more difficult task is preceded by a specific skill needed 
to accomplish the task. 

D. Standards: Standards of achievement are necessary if the child is 
to know in which direction he is going. Such standards should be 
based on the indi' dual child; and he should be informed of his 
progress . 

IV. k» Consult with the classroom teachers and other staff members to 
compile a full picture of the problems of each child involved. 

B. Determine what the child's specific needs are. (^•gt, is fearful 
of balls or other throv^Ti objects. He shrinks aviay from catching 
for fear of injury.) 

C. Plan activities of Individual instruction and practice, such as: 
1. Practice with boan bags and balls, hoops, jump ropes, 

2» Balance activities, static and dynamic, 

3. Locomotive activities, 

J4. Self -testing stunts, 

5. Tumbling and apparatus activities, 

6. Rhythmic activities on individual basis, 

7. Skills associated with specific sports, 

8. Short exercise periods. 
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Sv^jj nnlng Instruction 



Because water activities are becoming increasingly popular, some Bait- 
imove County schools are providing instruction in swiniming and water safety 
^ skills. At present, there are no swijnining pools in the Baltimore County 

Public Schools} therefore, individual echools or groups of schools are 
onccuraged to utilize corjnunity resources to initiate programs. Tho fol- 
lowing guidelines were developed to assist schools planning to conduct 
swimming programs ; 
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1* The area director should give permission to initiate a swimming 
program* Continuing programs have appi'oval to operate each year. 

2. A written agreement must be obtained from the swimming facility 
management with no restrictioiiS base J on race, color, or creed. 

3. Ari inservice training program should be held before the initiat- 
ion of the program and should involve all those who will in- 
struct the program. 

U. It is recommended the swimming program be held during the first 
two weeks of June or September, when outdoor pools can be used. 
If indoor pools are available, the program can bo held at a 
different time. 

1?. The swironing instructor (physical education instructor or clarss- 
room teacher) should have an up-to-date Red Cross Water Safety 
Instructor's rating or equivalent training. 

6. Tho classroom teacher should be in charge of getting children 
dressed and to and from the facility. He should also acit as an 
instructor's aide. 

7. Volunteers, instructors, and aides, (under the immediate direction 
of tho physical education teacher), may be used. 

8i All children who participate in the program must have the school 
accident insurance policy or a policy of comparable coverage. A 
short term policy is available for children without coverage 
through the school accident insurer. 

9« Each class should have approximately one hour to dress, get to 
and from the facility, and take instruction. 

10. Fourth grade children are recoinmended for the program, but other 
grades may be included. Zvery child must furnish a signed state- 
ment from his parents acknovrledging his participation in the pro- 
gram. 

11. After the program is completed, an evaluation sheet is prepared by 
the teachers and sent to the Office of Physical Sducation. 

Intramurals 

Intramurals provide an opportunity for children to apply skills learned 
in physr'.oal education and satisfy their need for competition. Intramurals are 
recommended for the int<3nnediate grades, but are not required* 
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ThG implementation of nn intrranural progrrj:i vill depend upon the tim and 
faciliticij aVcailablo vrithin the school. 

I- Purposes of the intrariural program 

A, Pi'ovides the childi^en with an opportunity for functional reinf orcorr.ent 
of skills in gajne situations 

B, Gives the inctructor norc tine to teach skillvS r\3 the Gtudcnts 
Gatiufy thoir need to play and participate durinc the intrai^airal period 

TI. Orcanir.ation of the intrar.ural procra:i 

A. Phyjical education instructors ro.^;ponsibilities : To oreani^ic and 
acb'iinistcr the over-all intrciriural procr^'iri 

D. Students' rosponGibilities: To officiate^ to help v:ith equip:ient ^nd 
nra^kinc {jaric areas and keeping tir:o and ^coro 

C. Ciasoroon teachers responsibilities; liay assist in organir.inc class 
tcoiiSj coachin^^ officiating, and scoritic '^'^nd tir:;lnc. 

Ill- Scheduling; activities 

A. The intrai'iural projjrari should be initiated rifter the students have 
acquired sufficierit skills to play in a (^ar.o situation. 

B. The intraroiral program could bo scheduled during supervised play 
periods, ''noon recess period/' and before or after school. 

IV. Activities and procran 

A. Ilodified teaja gar.es, relays, track and field, and skill contests can 
be utilized to provide a program, as i;ell as the normal team sports. 

D. All interested children v:ho desire to participate should Ivave an oppor- 
tunity to do so. It is often advantageous to form teams or leagues by 
ability groiJ^s, 



Audio -v isua l Aids 

Advajiccd technology has made great strides iu the devolopr;cnt of audio- 
visual equip.TiCnt that can be utilised in the teaching of physical oducation. 
Super 0 single concept loop films, tape recorders (cassette and standaixl), 
video-tape, over-head projectors, opaque projectors, filrstrip and slide pro- 
jectors, movie projectors, TherriO-F<a:< machines, visual raakors, and record 
players ai^e nov available. 

The librai^y or media center in the school ^^tcres the above mentioned 
equipment, /o'rajigements for the video-tape equipment can be made through the 
supervisor of physical education. Teachers aa^e encouraged to use this ernip- 
ment to provide and enhance instruction. 

The audio-visual equipment can be used to: 

, r.otivate children 
, reinforce learning 
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• enrich instruction 

. individualize instruction. 



Although ihovQ are many excellent comercial sources of audio-visual 
equipment available, the teacher can personalize instruction by creatinf; 
material to neot local needs. 

Iiatorials arc available from the Board of Education's Central Film Li- 
brary, the Eloricntaiv Physical Education Office and many other soui^ces. 



Teacher Reference Books 

Each school should have in its professional libraz^y adequate reference 
books relating to elementary school physical education. The elementary school 
physical education book order contains ton books v^hich can be ordered by 
individual schools. This list vrill be updated periodically and revised. The 
nine books listed below are available on the present book order. 

Annot ated Bibliography 

Androivs, Gladys; Saurborn, Jeannettej and Schneider, Elsa, physical- 



Education for Today's Boys and Girls. Boston, MassachuseCFs : 
Allyn and liacoh, "Inc . I960 

The focus is on children and tb^ ir gro^.rth. Includes exploration of 
of movement, games and sports^ stunts and related activities, 
rhythns-dance . Illustrated v:ith many action photographs and drawings. 
Iluch of the material is original* 



Children J thii^cl edition. I-anneapoTTs , Minnesota: BurgessTublish- 
ing Copipany. 19^6 

Includes the nev?er approaches of mover';ent education and perceptual- 
motor training. It is a complete book on all phases of physical 
education i:ith the modern child in mind. Illustrated with many 
action photographs and drawings. 

Diem, Liselott. V/ho Can. Frankfort, Germany: V/illiam Lippert. Available 
from George V/TTliams College, Chicago. 195V 

This book shovs hov; creativity has been brought into calisthenics 
anO apparatus work. In form it looks like stunts and play gym- 
nastics but in method it is essentially a challenge to the child^s 
creative capacity. Highly illustrated. 

Drury, Blanche J and Schmid, Andrea B. Gymnastics for V/omen . Palo Alto: 
The Nationa. Press. 1966 

A completely illustrated book on all the apparatus presently used 
in women ^s gymnastics showing progressions. It also iucludes, v;ith 
illustrations, the smaller hand apparatus, balls, ropes, hoops, wand 
and clubs. 
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Malsey, Elizabeth and Porter, Loreno, Physical Education for Children , 
i!ew York J Holt, Rinehart and V^inston Fubllahing Company, 1963 

A strong emphasis is placed on using movement exploration and 
creativity in developing motor skills. It gives many examples of 
problems and challenges that can be used in the mover.ont exploration 
approach, 

Harbin, E. 0, Games of Many i^'ations , New York, Hew York: Abington 
Press, 1967 

A collection of lh9 games collected from 27 nations--active and 
quiet games for few players to team games. Illustrated with ex- 
planatory diagrams. 

Moos ton, Muska . Teaching Physical Education From Comma nd Jjo Discovery . 
Columbus, Ohio: Charles K. Merrill 3ooks, Inc, 1966" 

Explains how to move step by step from the command style of teaching 
through teaching by task, reciprocal teaching, individual program 
and guided discovery to problem solving, 

Murray, Ruth L. Dance in Elementary Education , ^^ew York, Mew York; 
Harper and Row Publishers. 1963 

The approach is primarily creative and exploratory and is thoroughly 
practical, Describes devices and games for developing movement and 
rhythmic skills, games to improve rhythmic responses, dance ideas 
from songs, poems c^nd music, 

Schurr, Evelyn L, Movement Experiences for Children ; Curriculum and 

Methods for Elementary School Physical Education , hhO Prark Avenue , 
South, ilew York, ''ew York: Apple ton-Csntury-Crofts Publishing 
Company, 196? 

Contains a th )rough analysis of a large number of basic movement and 
sports skills listing comnion errors. Suggests yearly lesson plans 
for grades Has criteria for evaluating child, teacher and 

program in physical education, 



Books and Periodicals AvailaHe on Loan From Physical Educatio n Office 

Each year a current bibliography of professional books and periodicals 
will be sent to all teachers. These materials are available on loan 
and teachers are encouraged to utilize them in planning their school 
programs and for personal and professional reference use, The materials 
can be obtained by writing or calling the Office of Physical Education. 
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Public Re la t Ions 

Public relations aro truly human rolatlons and are reflected in the day-by- 
day values and goals each teacher uses to guide his relationships in the school 
and community* The attitude of the teacher is evident in his tactful manner of 
listening and answering the questions of both children and parents. Self- 
discipline, patienece, tolerance, consideration, and self-control aro taught by 
example, and through the activities of physical edu.. .tion by the skilled teacher. 
There are three significant phases of public relations in reference to the physi- 
cal education program: (l) informative letters to the parents, (2) communica- 
tions v;ith the school faculty, and (3) nev/s media. 

Informative Letters to Parents 

I, Suggested Criteria for a Letter 

A letter to parents should carry a message that has significance for the par- 
ent and child. It should: 

A. Be brief, concise, and clear 

B. Use correct English 

C. Present only one central theme in each letter 

D. Use a positive approach in presenting the idea 

E. U^^e a sketch, chart, or drawing if it adds emphasis 

II. Suggested Central Themes for Letters 

Each letter should reflect the teacher's understanding of the school and the 
corjnunlty in reference to any of the following: 

A. Objectives of physical education (refer to Point of View for specifics) 

B. Program of physical education: areas such as testing, rhythims, games, 
and why hey are included 

G. Need for participation in physical education by childj what it means to 
his growth and development 

D. Desired physical education attire and reasons for request 

3. Safety measures in school and on playground and suggestions for parent 
or classroom teacher follov:- through 

F. Invitations to May Days, Sports Days, Special programs, or class lessons 

G. Topics of interest concerning controversial subjects 
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COrrinunicatl->n With The School Faculty 

I' Suggested Criteria for Coimunications 

CoiTiinunication with the faculty is to learn as well as to infom. The keynote 
is a smile. Corrjnvmications should: 

A. Be based on the H*E*A, Code of Ethics 

Help assist with cooperation and coordination within a school 
Co Be infomative 

Di Be geared to the growth of each child 

E. Help assist in excellence of program 

F. Help involve faculty and child interest in physical education 
II. Suggested Means of Communications 

Aq Plan cooperatively with faculty and administration 

B. Make available unit plans and yearly plans 

G. Use newsletters 

D« Make bulletin boards 

E. Announce special programs and activities 

F» Plan cooperatively with other curricuiun areas 

G» Schedule flexibly, plan coopei^atively 

CoFjnunications to Public at Large 
It, Utilize local and corrirmnity newspapers 
II > Utilize radio and television ^'spot" announcements 
IIIv Utilize stores of local merchants for posters 
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BEST COPY AVA!!J\BLE 

f3 A S E P R 0 Q R A i4 



Explanation of Baso Program..,., 39 

Sample Yearly Program , •...•hO 

Safety i,. Physical Education ,....,li2 

September Check List for Physical Education Teachers U} 

Teaching Hints for Physical Education 1^3 

Sample Sequence of Eight Lessons - Grade 1 l^Si 

Sample Sequence of Eight Lessons - Grade 2, 1$ 

Sample Sequence of Eight Lessons - Grade 3 , U6 

Sample Sequence of Eight Lessons - Grade U , U? 

Sample Sequence of Eight Lessons - Grade h .ii8 

Sample Sequence of Eight Lessons - Grade 5 J49 

Sample Sequence of Eight Lessons - Grade 5 ..•..,.50 

Sample Sequence of Eight Lessons - Grade 6 51 

Sample Sequence of Eight Lessons - Grade 6 $2 

Cnaracteristics of Children Grades K-1-2 53 

Characteristics of Children Grades 3-h 56 

Characteristics of Children Grades 5-6 58 

Basic Movement , ,61 

Hand Equipment , ^ ^ ^8l 

Rhythms and Dance I67 

Self -Testing I9X 

Indoor Apparatus ^ , ^ ^ I99 

Outdoor Apparatus ^ , 227 

Games 

Low Organized , ^ 237 

Team Games 261 
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Explanation of the Base Program 

The Base Program is a program of instruction founded upon the 
premise that there are basic experiences to which each child should 
be exposed. 

The 3ase Program establishes a foundation from which teachers 
can develop a sound sequential physical education program, and also 
serves to add continuity to the county elementary school physical 
education program. 

The program provides a progression of activities appropriate for 
particular ago groups, taking into consideration the availability of 
equipment and facilities which are provided for by the county, There 
is leeway for innovative teachers to use a variety of equipment, in a 
variety of ways^ while providing teachers with a challenge to use 
additional equipment to enrich their programs. 

The Base Program is an outline of suggested activities, and the 
Yearly Physical Education Program is a suggested outline of time for 
implementing the activities, Teachers are accorded the flexibility 
to restrict or expand these outlines to meet the needs of their 
children , 

Even though the Base Program appears to be highly structured, 
this is not its intent. Each teacher must be flexible and adapt 
the program to meet the needs of their children. All teachers are 
encouraged to try new programs and share these with other staff 
members * 
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SAFETY IN PHYSICAL EJjU CATION 



Motivation and attitude have cone to bo re^cognized as most important factors 
in tho process of education. Likewise, in discussion of safety in physical educa- 
tion, ATTIIUDE is of prir^e consideration^ lb many children, safety and dullness 
are practically synonymous o 

It should be equally obvious that we cannot expect to remove all of the dan- 
gers in physical education and recreation activities. Danger is inherent in many 
of these activities, and much of the thrill of the activity comes from successfully 
overcor)irc* these dangers, 17;ese intrinsic hazards can, however, bo materially 
reduced tiirough an integral prograra of safety education^ 

Thus, to be safe in order to have more fun and more adventure is the attitude 
that should be fostered -> 

Suggestions for developing a soimd safety program? 

1> Dove lop habits of safety among children by a continuous safety pro- 
gram 

2» Use posters, bulletLn boards, and assemblies to motivate children 

to practice better safety habits 
3^ Teach safety practices as a regular part of the classroom and 

physical education teachers^ physical education program 

Inspect areas for safety hazards 

a. Gym 

(1) Remove or pad hooks and protrusions frcrri the wnll 

(2) Remove chairs and tables from tho play area 

(3) Chock for slickness of highly waxed floors 
(I4) Pick up loose paper and debris 

(5) Tie up or remove objects hanging from ceilings 

(6) Check floors for loose tile or boards 

(7) Check windows and light screens regijlarly 

(8) Chock basketball backboards and other apparatus regularly 

b. Playground 

(1) Pick up loose stones, sticks. and glass regularly 

(2) Fill in ruts and potholes 

(3) Check Softball backstops regularly for loose v/ire and 
broken pipes 

(h) Check jumping pits, sand boxes, and such areas for sticks, 
stones, and glass 

c. Hard Surface Court 

(1) Sweep sand and gravel from court 

(2) Check surface for holes and cracks 

(3) Check fences for loose or broken wire 

d. Apparatus Area 

(1) See that ground under equipment is loose and free from stone 
sticks, 0*^ glass 

(2) Check apparatus regularly for broken places, loose bolts, 
and rough edges 

li2 



Septembar Check List f or ^ Physical Sdvicotion Tea c hers 
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1, 4-Ieet faculty 

?, Acquaint self with a^l physical education areas 

3, Check equipment against inventory, I!ark and issuo equipment to classrooms. 

li. Introduce self to classes in their rooms o£ meet class as schedule Roes 
into operation 

5. Have definite plan of ojxsration: 

*How classes will begin 

•Mode of dress required for physical education classes 
•V/here to meet for class,,, how to notify teachers or classes whore 
the day's lesson is to be taught, and to be used 
'Assemble proper kind and amount of equipment. 

6. Plan more activity than will be needed in lesson?: 

7. Have an auxiliary plan for inclement weather, 3e flexible 
3, Help is available. Call area helping teacher 

9. Get going and GOOD LUCK 



Teachin^^ Hints for Physical Education 

1, Games of low organization raay be repeated often, particularly if they 
become favorites of the children. Some games move rapidly and serve for 
use only once, or at best, only a few times. Teachers socn learn through 
the response of the children those that appeal and may be repented, 

2, Encourage the rapid execution of games. Keep directions si;nple and concise. 
Get the game going for rapid ]:)laying encourages enthusiasm, 

3, Do not permit a game to drag. Every child dees not have to have a turn 
or to play until all are caught, instead limit the tagger to three turns 
then choose a new leader or a new game , 

U. Train the children to respond instantly to a whistle or hand signal even 
though it may sound off while a game is in progress, 

5, Have all equipment ready beforehand to avoid av:kward delays during the 
lesson, 

6, I<ark a safety boundary line 3 feet from obstacles or v:alls near the 
playing space, -^ever use a fence or wall as the goal line, instead mark 
a line by lime, a rope stretched out^ bean bags dropped in a line, etc. 



t3 



tiO 



> 

o 



o 

'H 
P 

P 

c; 



p 

a; 

'H -H 



CX P 
O -H 

p 



I 

•H 

O CO 



0) P 

Cm CO 

p P 



o 
> 

H 

p 

fO 

** a; CO 



-::J 

CVJ 



+3 



o 

'H 



o 

CVJ 



•H 

o 













• 






c 


p» 












c: 
















a 




a; 








O CO 


<; 


H 


^. 


CD 




r-i O 




:3 


O 






o o 


w 


^. 










:3 




o 








p 




a 










p 




O 




0 


^. 




0) 


«H 






ppa 














p 




• 




*^ 




CD 




o 


>. o 


u 








•H 








• • 


P 




o 








0) 
f; 




o 


> 




o 






c 


0^ 


■H 


■H 




p 






-P 


r: 


? 






(J 






o 










o 

























00 








n3 


o 














o 




u 


CO 




CD 


10 


x> 


> 






0) 


0) 






■H 


w 




U 




0) 






:3 


0) 


< 




XJ 


o 




>^ 








•H 




4J 




03 






;1 




a 




T « 






bT 


QJ 






p 


p 




H 




£ 




03 


q; 


C 


p. 




P. 


0) 


U 










CJ 


x: 


(V 


CD 




■H 






p 






x: 


:o 


•H 


C 




a 




p 








g 






u 


0) 












o 


O 












o 




rH 


o 


u 






P 


0) 


o 


o 


CO 


P 








fx. 




'H 


o 






c: 




p 






o 





















o 
o 



0) 

x: 













x: 














p 




















a; 






P 

c: 










o 










d 








4^ 






0) 


a 










rH 


o 






CD 






«H 




> 


4J> 




0) 




P 




o 










Co 








m 






N 


CO 






O • 






■H 




O 




U P. 






C 


ro 




CO 








03 


H 




u Cl 






O 


o: 








x: 


u 






o 




> 


p 


o 






rH 






o 




• • 




P 0) 




o 




• 

n. 






to '73 


o 




p 


O 


• • 




rH 


0) 






•H 




o 


P 


u 


he 


P 


r; 






o 


o 


O 


(0 




LO 


'■^-^ 


4^- 









H rH 



a 

o 
u 

to 



p 
o 
x: 



o 
o 
^. 

CTj CO 

5 



p 

CO 

0) 



0) 
X2 
P 



CU 
0) 

^. 

CO 

p 
u 



^« 0) 

ra r-H 

■H 

W CO 

c: CO 



V3 

-P P 
•H 

> 

CO P 
Q) O 
^ (T3 

O 



CO 
0\ 



CO 
CO 

X) H 
P 

CO ^3 

CO 



Osl 

CrH 
H • 



a; 

rH in 
CO d 



CO 

o 



CO 
•H 

p x: 

«H P 



a txo tuT 



CO 
ri 

o; 
H 
H 
CO 
^. 

P 

CO 

o 



rH 

CO 

C 

CO %H 

o 

CO 

bp 0) 
CO -H 

x; CO 



be 

CO 

X3 

c 

to br 



o 



CO 

5 



O H 

03 

H ^ 

is ^ 

« c 

O -H fcr 

•ri X 
+^ (0 

o 



p. 

On 

H 

0) • 

^. P 
^. 

•H H 

;3 rH 

P X5 0) 

■H C rH 

rH 03 P 

'V CO 

P X -H 

CO o 

x: Ct. ^ 



o 

P P 

CO -H 

H CO 

tir CO 

p X j:^ tr 

•H rH 0) 
P CO fci^ rH 
CO ^2 0) 

CD rH CO 

P to 

i CO a> O 

:^ c^j 


















rH 






1 o 




o: 










o 






a 










w 














O 






PLT^ 




















CO 






«rH 




p 






> 


> 


P H 






H 


O 


0) CO 






O 




^ P 


CO 




> 




0) o 






P 


P 


> -H 


0) 




■H 


x: 


O 4^ 








b£) 




GLJ 




CO 


«H 


a) 






<D 


to 


o u 


CO 

;< 


CO 




u 




0) 


CO 


p 


CO n 








w 


CO 




CO 






0' 




C3 







H 
H P 
r^ P 
•H 'H 



o 

•LI 



ERIC 



E? O 
P ^ 
tCH ^-3 CO 

•H <D 

to fi: -p 
C)u 

I g o e 

H m 

0) 
CO 



i3 

CM 



*• H H 

CO 03 r-l 

t -: o H 
o 



CO 



to 







CO 


03 




















vO 










•H 






<D ^ 


0 








-P 






to CNJ 






u 




vH 






<D 






< 




A T 


<D 






-p 




CO 




-P 
















-H 










-p 




03 






X. c 


to 










Cm 








CO 






<D 








"H 


<D 


pa 














■H 


-P 




C 








-P 




03 


<D 


03 


0 








< 




Cm 


-p 




0 


> 










0 




DC 


■H 






x: 


H 


0 






-P 


0 




0 


03 


to 


<D 0 


H 




0 


> 


cu 


> 






H 




TJ 




0) 


0) 


0 


c 


03 




-P 




Eh 


T> 






cn 










•H 










5 






CO 













0 




CO 








:s 








00 




-p 




-p 




H 


TO 












<D CO 


p: 




>^ 




• U 


U <D 


0 


<D 












0 








-''^ 






p. 






to ^< 




p.. 




















03 -P 




-p 








^« <D 


-P 


c 






x: 




0 


<D 






<D -P 






c 






p. CO 






'H 










Cm 


■p 
















an 






•H 


0- 








CO 




■p 




p 0 


c > 








<D 






0 




1 f 

J-X 


^« 


-p cc; 






a 










0 






C 






CO 







o 
+^ 

03 
4^ 

C 

0) 
*H 

Pi 
O 



4^ 


0) 






c 


0 
















a 












0 00 UN 


1 






P« CNJ 








•H • 




-§ 




0 Pu 


CO 












1 <D Q < 


•H 


H 






CO 


03 




0 03 pH 

Pi 03 


a- 


C 


CO 




0 


CO 






«H 


<D 


H 




4^ 


c 


0 






a> 




c 




u 


0 to 


0 






V) U P 


'H 




§ 


^ ''^ ^ 


4^ 




CO 


6 c^ 


0 

















CO 



16 



CO 

4^ 

CO 

4^ 

CO 
<D 



CO 



I CO 



H 

H 



O 



lA 
CM 



CO 



C 

O 





1 


0 
H 












CO 






tD 


3oy 







03 
C 



C3 

< 4^ 

03 

CO 
4^ 

03 

Pu 



x: 
a 

u 

o 



XJ <D 
a> 03 

R rH 



H 

H 

H 03 
0: Xi 

a 

o fef\ 

iH 4^ O 

'H CO B 

CO 03 03 

COO 
«H 'H 'H 
^ M 

O 
•H 



O 



CiO 4^ 

c c 

•H <D 

? ^ 
Tl O 

bp ^ 

P. 0) 

^ -H 

£0 



x: 
4^ 



o 



4^ 
O 
O 

CO Cr, 
H 73 
H C p 4^ 
•H 03 fU P 

^ x: tr^ <D 

CO Pi O 

0) o o 

ro 



03 CO 
CO 

O 

rH 'H 
I 





H 


c 


rH 


§ 

Pi 


0: 

nr.' 

03 0 


th 


c2 0 


0 




4^ 






x: 0 






4^ 




<D rH 




a, 


Pi 


x: p. e 

^ 03 'H 


to 


4^ H CO 




CO 


B 


a 






0 























P 










H 


0 




«H 










H 






a 










03 lA 




a. 






CO 




x> 0 


* 




0 






CO 


0 


rH 




4^ 


4^ 






0 


4^ 


1 




c 


CO 






rH 






4^ 




1 




• • 

CO 


'J 


a 


CX 


0 

tD 






p 


H 






>> 


U 






H 


03 


p 




03 


1 


c 










P 








Pi 




P« 


•H 








0 


CO 


<D 




'* ^ 




0 




4^ 




73 


0 


to > 


03 


«H 


:3 




H 


P 




(1) 0 

f~ CO 


a> 


CO 






H 






en 


03 






03 










n'. 

















PA 



t\0 

to 

O 



o 

CO 



CO 



^0 

.5 



o 

-P 
O 



o 
o 



a'- 

O 0) 

o a> o rJ 
H ^'J o 



c5 
O 

i! 

CO 

O Vm 



O 
to 

I- 



■H 

G 

^^ 

'J 



r-l 

-p 
r: 

o 
ro 

-ri 

U 

o 

,a ^ 

Q 



C3 



O 

C 
o 

o 



> 

•H 

-p 
o 



-P 



o 



^ > a) 

o a> 

•H 



o 



I 



^I) C O 











to 








a; 


CO 










to 


o 






:J 










1 










■p' 






a 




o 


a. 


P. 






















C 








O 




o 


71 








■rl 




Q 


> 








■H 


/"J 






Q 







C\J <M 



to 



-P 
c: 
o 
K 

> 

o 



a. -H 

O T5 
-P o 
CO O 

j t 



o g h 



a .5" 

I u u 

p o r 

0) o 

•"^ .-H a, 
-p 

CO f:: 4J c 
<H o 
k4 



to 



CO 

o 

•H 
•H 

rH 

o 



CO 

o 

•H 

a 

C) 

■H 



to 

a c 

o o 

P. O 



LI 

a; 

-p to 

a) 



o 

o c: 

o 



'0 'O 

% % 

to t3 

'H nH 

p 

U CO 

■f5 to 

rJ CO 



o ^vO 



0) 



o u 

U P 

o o 



•H 6 E^H 

t'3 



to 



C\J r-l 
O r-^ 

rj 

• o 

a> r o 

o 

tb'O 







fO 








r H 


o 


-.i 


4 5 






CO 






o 
















o 












O 








t: 






-J 


4-5 

c 




o 
c> 




r i 






t:3 












■rl 


o 





00 

^: to 



to 
n 

■r-i 
4-> 

O 
4^ 

r 



CO 

O ^ 

CO 4^ 

1*1 <c 



CO 

a c: 



i;6 



r.: 
c 



o 

I.; 



CO 



CO 

r-i rj 

Cj CO 



CM 



o 

CO 
CO 

.3 



o 

o 

o 



0) 

o 



o 

■H .Q ~ 

PC p:) O 
H a 0) 

n 



o 





'J 

It 






a' 






-p 




r— 






fl 






0, 












•H 


Ph 


rH 


s 




ai 


Q) 


0 


.0 






d) 






01 


o; 




rj 


—1 


id 


PQ 






■V 


C) 






rH 














0) 


a 






0 









O 
c:3 





















0 










0 




■rH 












-P 


c 




0) 


QJ 




■H 




^( 




0 





o 
to 



^1 







0 




c 


rH 


P 




H 


■H 








^1 










t 




«H 








I 


«-H 
rH 

C3 


Kic 








r 




to 


rH 








rH 






'H 




1 


■H 






^ 








CO 









o 

■H 

I 

o 
o 

o 



CO 



o 



0) 
C5 



O 



o 
o 



rH 
O 

+> 
c 

■H 

o 

X) 

cd 
cr 

U 



o 

•H 
P 
•H 
P 
O 

o 
o 



.0 

O 
O 



c:? 
p 

CD 
H 

O 
O 



«rH 
00 

nJ ;o 
O 
P 

ix5 P 

c o 

c3 rH 

o 

03 > 

rH 

<D 
H 



4^ 

o 



^1 



P 
-rH O 



O 

CO 



00 

0) 

rH 

u 
o 
o 



c 

o 

O 



o 

I o 
o 

0) to 

d o 
O C 

rH p 

U 

O 00 

r-4 
C rH 
M -H 
M 
00 

(D 

0) CO 
C5 



o 
a 

6- O 

c.*5 ^ 
H 

0) 



P 

o 



rH 

0) 



p 



r4 
•H 
CO 



•H 

00 

4J 00 

H O P4 



o o 



O 



P. 

rH P 

p. g 

O <D 
CO CO 
•H P 



ERIC 



9*7 



ERIC 



^1 

o 
O 



a o 
: t : CO 



o 
cn 



o 

o 
o 

a; 

CO 



o 
o 

a 
o 

:^ 



c 

H 

o 
+^ 

0) 

o 

XJ 

0) 



H rH 



XJ 

c 
o 











c 
















o 


Pi --f 






CO CO <^ 




o 




rH 






H 


XJ 




'H 


c 


tir XJ • 

XJ C 












CO 


tD 


Q 




C 


rH 






CD CT3 






rH 






O 0) 










a o 



















rH 








< 


CO * 








:3 


to 


rH 




:3 


:3 o 






ct: o 


c 


03 




o 


^1 






CO 








O 0 


u 




Vh 






CO 






CO o 




^1 




,c 


o 


^ to 




o 






XJ 








> 


H 




0) 











GO 

On 



P. 



^1 



o CO 

rH ^, 

































rH n 








H :3 












O 




cn rH 




o 




rH 








o; p 




iu 






o 










H 


a 






03 




o 




^1 


ft, 




0) 




o 














•H O 


•H 




k5 a. 



On 



oo 



^1 

O 
O 

o 

CO 



u 

o 
o 

CO 



li8 



XJ 
CO 

y 

M 



o 



cu 
? 

XJ 
.^4 



(0 
CO 

o 
I 

a 

4-> 



o 



to 

s 

X? 
0) 
•H 

'H 
XJ 

o 





CO 






r-^ 






rH 












^ 


CD 










rH 






rH 






-r-t 


r: 


O 






o 




fx, 


o 




CO 










rH 






rH 






0) 
















c 








•H 




rH C 










u 


rO CO 


U 


(D 


•H CO 


OJ 


o 


^1 CO 


u 


o 




o 


o 




o 


CO 







0) 




CO 




CO 




no 






0) 




o 


c 


o 


o 


o 




CO 




o 


0) 




o 


o 


o 


^1 


o 


>H 


CO 





s 

n 



o 

° i 

a to 

O 
0) 

^1 



o 



0^ 



C3 

o 

LI 



U3 

o 



o 



CO 
I 

U 

-p 
r: 



o 



a 

o 

I 

O 
O 

w 

rH 

o 
I 

0) 

+^ 
c 



rH 



O 



to 
-p 



o 
a- 



o 



H 
H 

•r-l 



-P 



CO 



o 



o 

rH 
fH 
<^ 

o 

-d 
c 

re 



0) 



O 
CO 

i> 
o 

CO 



to I 
o t 



o 



H 



c5 



O r-( 

I -p 



r-l 

o 
CO 



00 



CO 

CO 

CM 



O rH 
O rH 



H 

s CO 
o 



rH -P m 
rH O 

in 0; 









o 






■H 






4^ 






c5 






-P 






o 


















o 


O 


0) 


'd 


O 




Pr 












r-i 










o 




o 




0) 


<C 


-p 


c 




o 


0) 


H 




o 


rH 






;j 


o 


-p 






0) 


4^ 


+^ 


CO 










M 




(0 



o 

ClO O 

a u 

"P H 

^ u 

O 

O 

O -P 



0^ 



a 

CM 



O 
ri 



o 
CO 



ERIC 



CO 



t*4 

o 

•H 

•P 



•d 

•HrH 

So 



CO 
it 



O 



o 
d 

W 

H 
O 

%i 
0) 
-P 

H 



'H S 
Ch 0) 
'H.H 
rH 
O O 

>::> 







4^ 


pa 




1 


•H 

1; 


H 




P 




O 


■H 






nd 


»^ 












O 


c 

'H 




O' 


o 


U 


•H 


CO 


d 


O 


.Q 




CO 


o 


O 




CO 


ft; 


o 








O 




0) 




CO 


B 






u 


Q 


rH 


■H 


4J 


Pi 


o 




CO 



VA 



r ^ 

-drH 

o o 



^1 

a 
> 
o 

u 

0) 

'd 
c 

'd 



^d 

u 

nd 



o 

a 



c 

■H 
O 



o 

p 00 



eJ CD 
O 0) 



cl 

o 

^^ 

-I 

hH 



rH 

0) .Q d 
H >>,42 
Cm d ^ 



p. I 

I H 



0) 
CO 



c 
o 

> 4J 'H 

O O U 



o 



(\3 
O bi) 

:5 r: 

W 



I 4^ 

H XJ 



_ O 



Ci (i^ P 
00 





u 




o 




o 




o 




o 






h 


0) 


o 


H 


u 


O 


o 


^1 


o 


•H 


CO 


O 



I 

(D 

-p 

(D 

o 



CO 

w 

H 

o 
I 

U 

0) 



o a1 
u 



03 
O 



-P 

o 

03 
-P 

g 

o 
I 



% 

CO 
CO 

a, 



i - 



o 

ill 



o 



c 

cr 

a) 
P. 

0"] 



u 
o 
o 
o 
o 



H 

0:1 



(D 

t 

o 



CO 

fx, 



CO 

CD 

I 
a 

0) 

JQ 



O 

o 
o 
o 

CO 



CO 

c 

o 

o 
o 
o 

CO 



C3 
-P 

o 
o 



-P 

o 




Q 

to 

Ah 

CO 
0 

o 

U 

> 



CO 




0) 
















0 




t 


CO 




to 






0) 














0 


.g 




CO 




CO 




rj 




Ah 





ERIC 



(1) 

o 
o 
o 

00 



C3 

o 
o 



H 



CO 

o 

CO 



o 

•H 

-P 
d 
-P 

o 

U 

O 



CO 

0 
XJ 

o 
o 
o 

0) 
(D 

a 



CM 

<4 



■p 
■p 

1^ 



H 

0) 

o 



UN 
CVJ 



to 
-P 



UN I 



50 



-P 
O 



O 
-P 

o 

.g 

CO 
t.O 
03 
Ph 




-P ^ 

o 

>5 o S o d 

CO H S-P 

CO O -H r3 0^ 

rH ^ -P P 

a 



p. 

0) 

(1) 

O 
Eh 



CD 
O 

o 
o 

CO 



o 

H 



a, 

0) 



.3 ^ 



o 
o 



O ^3 

•H 0) 

H 4^ O 

h o n di 



4« 

I 



o 



00 



o 



o 

-P 

c 

O 
O 



to 

i 

o 

0) 
•H 

■a 



CsJ 



P. 



3 



I) 

(X, 



o 

CP 



5-: 



o 
■r 



to 



o 

O 



0) 

u 
u 
o 

CO 



03 

o 

% 

o 

I 



CO 



o 

n 
o 

■H 

■a 

■9 







o 


CO 




>> 










o 


1 


•H 




P 


CO 


W 


H 


0) 








tu3 


O 






CO 





CO 
C\J 



P4 













1 






u 




CO 




d) 




CO 


(1) 


o 






u 


o 






u 


o 






o 


CO 


P 




00 

















.3 

.Si 




o 












CO 








o 


P 


■H 


o 










> 



o 
o 



CO 

to 

.3 

to 
to 

CO 
0 

o 
> 



03 



O 



CO 
0) 

O 

.3 

to 

CO 



H 

a 
6 



o 

CNJ 



P. 



eg 



p. 
a 
o 



0) 

o 
o 
o 

CO 



ERIC 



H 
H 

p 
o 

f2 



O 
'A 

3 



0 
o 

•H 

-P 

od 
-p 

a 

0) 
-H 

^1 
O 



CO 

I 

o 
o 



o 

0) 

o 



(D 
O 



to 
-P 



O 



o 
o 



to 

a 

o 
p 

o 

CO 

d 




CO 

0) 



51 



c5 



rO 



CO 
rH 
r-^ 

T-i 

o 

0) 

o 
o 

O 

^: 



c 
o 

■H 

u 
u 



o 



d 
I 

^« 

t: 



o 



O H 

0) 

HP 

^ O 



o 



a 



o 







CO 
.-H 










M 


6 








■H 














a 


0 




00 




0 


■H 


c 










0 




n 


cj 


0 




c 


to 






d 


fij 


c 


C 






.a 


■H 






4J 


^( 


4^ 






^-t 


Q 














0 






.5 





o 

+i 

4^ 

Q> 

^- 

O 
O 

o 

! 

^« 

4J 



CO 
CO 

C\, 
0. 



o 

























■h 










0 

















a 

u 

4^ 

o 



CO 



1^ 









0 






*r-l 




rr < 












'H 


4J 




• , 








dm 










0 






0 




as 


to 








•H 


u 


cS 






r-i 


C) 














U 


''0 




Q) 






4-^ 




n 


M 


0 

0:: 





o 
c: 

U 

o 

•r4 
10 






43 












0 












^: 




■H 








-p 












■H 




0' 










r-\ 
t~\ 








a 


0 












> 








■H 










r-^ 










0) 


rj 






an 




••p 


















tj 


r-4 






C 




•H 

t:) 

CO 


dril 


<x> 
C 








rj 




•f ^ 




CO 




Pi 







CD <T5 

o .0 

•H 

4^ 43 

q ^ 



to 



CXf (1) 

CO 43 
^^ ^ 

/H to 
.V: rH 



0^ 




0 


0) 




43 


r--i 














0 






•H 


c: 






•rH 








> 




0 




0 


0 


a:; 




00 



52 



ClIilRACTl^l^IoTICS OF CiilLDRHJ 
Grades K-1-2 



PHYSICAL 



Characteristics 



1. Develops muscles un- 
evenly^ big muccles 
more developed then 
small 

2 • Is full of energy 



Tires easily 



"Gfadds* ■ 

' K ! 1 \2 \ 



X 



X 
X 



Needs and Program E;<porionces 



Active, boisterous motor activitio3 
and games with unrestrained movement 



2» Supply opportunity for vigorous 

play--running, jumping, games, stunts, 
largo apparatus, adequate space and 
equipment. 

3. Vary activities^-stronuous to ICuS 
strenuous, present activities in 
v:hich success can bo achieved. 



May mature at dif- 
ferent rate, accord- 
ing to sex; girls 
often more rr^ature 
than boys 

5. iEnjoys using hands 

6, ITnjoy^i total body 
movement 



7. May develop poor 
posture 



XXX 



XXX 



XXX 



Develop activities to meet individ- 
ual differences. 



Use objects to manipulate --different 

size, type, and texture. 

Provide creative oxperiences-^gcuaes, 

rhythms, movement exploration^ and 

apparatus 

Create an environment conducive to 
developing body alignment--through 
hanging, pulling, and running 



SOCIAL 



Characteristics 



! Grades 



Needs and Program Exporiences 



ERIC 



Is individualistic and; 
c;gocontric 



LikOwS to play 
together 



X \ 



Provide sharing experiences, "it" 
games - providing many turns, ,omal.\ 
group work, self -testing activities, 
movement exploration 

Promote sharing vath others, learning 
to rir,, lose or '.^o caught gracofull^ , 
opport^onities for small group--hop 
scotch, jump rope, ball skills^ etc. 
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tSOCIAL 



Chai^acteristics 

3« Likes to play 
v;ith sxne sox 



i|. I:, not particularly 
interostod in team 
games 



Begins to show 
iritorest in team 
games 

6. Has sense of per- 
sonal o\/nership 



7 . Is anxious to do 
things t7ell 

8« Is sensitive to 
feelings of peers 



Grades 

K r 



"2 ^ 

— . 



?ioeds and Program Experioncei 



X 



X i 



X 



3- Provide large space for play, feeling 
of belonging to peer group, wholesome 
attitude toward boy-girl relationship, 
game;, rhythms, story play.- 

I4. Provide active running and climbing 
activities- -group games of low 
organization requiring little in- 
struction and invclvijng the use of 
big murjcle. 

5* Introduce small group games involving 
teams. 



i 6, Provide sharing responsibilities or 
j experiencos--3hare balls, boan bags, 

ropes, provide opportunities to pass- 
I out and collect equipment. 

I 

I 7. Supply individual success through 
self -testing, movement exploration, 

games. 



8. 



Supply encouragenent^ praise, to 
experience success > 



EivOTIONAL 



ERIC 



i Characteristics 

j 1. Meeds to move, 
I exhibits verbal 

I agression 

2* Enjoys praise 



3. Is anxious to do 
things well 

h . Has strong dramatic 
interest and make- 
believe play 

Is sensitive to 
focMngs of peers 
and adults 



Grades 
K 2 I 



X 



X X 



3^ 



Needs and Program Experiences 

Provide activities involvLng vigorous 
chasing ga^nes, movement, exploration, 
dramatic play. 

Provide activities that permit 
achievement of success to each child, 
give encouragement and praise. 

Use supportive activities. 



Provide for self-expression - croativ^ 
ity- -rhythms, drcimatic play^ protend 
activities. 

Provide affection, praise, encourage- 
ment - 



EMOTIONAL 



Characteristics 



Grades 
K ^ 1 2' 



Needs and Program Experiences 



6. 



Lacks self- 
confidence 



6» Provide activities requiring some 

responsibility — no pressure • Ncn-co • 
competitive action games without 
stress of victory 



?♦ Has spontaneous 
honest, frank ver- 
bal expression 



X X 



?♦ Exercise good judgment in accepting 
this verbal expression, 



EJTELLECTUAL 



Characteristics 
1. Is eager to learn 



2. Is imaginative and 
curious 



3. Likes to assume 
responsibility 



U* Can follov; simple 
directions 



5* Has short attention 
span 



Grades 

K; 1; 2 I Needs and Program Experiences 

X x; X I 1. Create a climate v;here learning can | 
take place, activities to build self- 
j confidence. 

: 12. Create an opportunity for oxpicocicn 

X X X , of ideas and use of body, creative 
dance, creative stunts, exploration 
VTith basic skills and small equipment, 



X X X 



XXIX 



3- Provide responsibility on level of | 
ability--things not people, delegate i 
responsibility so it can be accepted, | 

li. Give guidance in working \;ith abstract! 
ideas, rules and regulations of games • 
and activities based on their ability j 
; level. I 

; ^ I 

j Vary activities^ both physical and 

1 mental, i 



CHAHACTERISTICS OF CHILDHm 
Grades 3-^4 



PHYSICAL 



Characteristics 



3. 



Has more refined and 
graceful gross motor 
patterns 

Improved hand-eye co- 
ordination^ growth in 
manipulative skills 



Is healthier and less 
subject to fatigue 
though may drive self 
to fatigue 

Tends tox;ard poor 
posture, careless of 
personal appearance 



Grades 

-Ii^lL. 



X I X 



X ! X 



1. 



2. 



3. 



Introduce specific sport skills, 
expressive style skills utilized in 
dance, traditional dance skills p 

Provide opportunities to handle 
smaller objects more importance 
placed on accuracy, throw at moving 
targets. 

Teach recognition of symptoms of 
fatigue and moderation in competition, 



Teach understanding of body mochanici 
developmental exercises, vigorous 
running games, largo apparatus and 
fitness activities, 



SOCIAL 



Characteristics 



iGrades 

' 3T V" 



2. 



3. 



Is more socially i 
mature, interested 
in welfare of group 

Has greater sex differ-' 
ences in skills; some ■ 
antagonism tov;ard 
opposite sex | x 

Sees need to practive 
skills for improvement 
of skill and to gain 
social status 



Needs and Pi^ogram Experiences 



1. Introduce team activities, dance 
compositions with small groups^ 



2 . Use ability grouping and separation 
of sex for some team games. 



3. Have guided practice sessions, self- 
testing problem solving situations 
through drills, skill drill games. 



S6 



EI'JOTIONAL 



"T 



Characteristics 

1, Has high spirit of 
adventure 

2 . Exhibits verbal 
agrossion 

3o Is awaro of self aa 
individual 



U . Begins to develop sorno 
self discipline 



; Grades 



X X 



Needs and Prograra Experiences 



1. Provide activities requiring courage, 
adventure, initiative. 



j I 2 . Give help in developing desirable 

X j ! socio-onotional habits and attitudes, 

f < 

j 3 . Create indiviaual satisfaction throu[>,h 

xjx I self -testing activities • Creative 

I i dance experi.ences, team games, 

t i 

I i ^» Foster good socio-emotional habits in 

I x ! leading, following and in sportsrnanshLp" 



MT^LLECTUAL 



Characteristics 

Is alert and eager to 
loarn nev; skills 



Grades i 



Can reason through 
diract observation 

Becomes more sports 
interested 



Enjoys team and group 
activities, competitive 
in spirit ■ 



Heads and Program Experiences 1 

1, Promote assimulation of a variety of ; 
more complex activities. Solf-testi;';,'; « 

activities of all types, problem solvio,gi 
method used in analyzing own pattern 
skills. i 

2 . Promote improved leadership and - 
fellowship qualities. | 

3» Introduce sports skills, drills and \ 
simple lead -up activities- Team games | 
- no pressure 

I4. Include many team games, relays, some j 
combatives. 
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Clhiil\CTSRlSnCS OF CHILDR0J 
Gradoij S-6 



PHYSICAL 



Grades' 

Characteristics 5 ' 6 : 


Needs and Program Experienoro 


!• Is extremoly activo 1 x 'x 


1. Provide active-rough-and tujnble 



2. Is subject to fatigue [ x x 



Undergoes periods of 
physical aajustnent-- 



sexes separated 



li. Evinces poor body 
posture 



Keen interest in 
proficiency co- 
ordination becoming 
highly developed 

Grov/th of muscles in 
boys increasing, most 
girls in puberty 



X 



X i X ; 



5- 



activities (v/ith supervision). 

Promote need for adequate rest--suffic 
lent nujabor of houi'S of sleep, trainine 
in efficient laovoment, pacing during 
activity. 

Observe need to separate sexes--foot- 
ball, soccer, softball. Also co- j 
recreational activities --gymnastics, 
daiice, intramurals, team sports-- 
volleyball, softball 

Promote to understand fitner.s elements^ 
grouth and abilities due to puberty, 
fitness tests, developmental exercisers, 
apparatus, class discussion. 

Promote need to learn more difficult 
skills, more coaching on refinement 
of skills, hou skills apply to game* 



6* JPromote need to develop a good 

attitude tov;ard fitness level, posture, 
activity and proficiency, knowledge of 
strength and endurance. 



SOCIAL 



ERIC 



Characteristics 



Grades! 



Develop: self-reliance | 
and independence ^ x 



Soek; peer prestige 
and adult approval, i 
team loyality develops I x i x 



I 



58 



Needs and Problom Experiences 

Promote need to develop sportsmansh:p, 
stability, and abide by rules sot-up 
by a group. Long term membership or 
a team-team games, dance, gymnastics 

Promote need opportunity to improve 
and display motor ability, increase 
responsibility--student leaders, team 
captains, squad leaders. 



SOCIAL 



3. Change of interoots 
between boys and girls 

U • Continue hero 
worship 



5» Is unwilling to take 
on cxperionces in which 
which they are not 
skilled 

6. Values j^;^ort3nan3hip 



Oradoa 

Tl 6 



_ ,?r9J?j^ B^oriencof; 

3« Recognize need to separate soxes 
within classes for many activities, 

ii. Promote need to understand desirable 
characteristics of a hero; discuss 
attributes of an "athlete^ 

5- Promote need to understand that 

everyone can^t do everything; activ- 
ities should be presented v;horoby 
prestige can be gained^ 

6. Promote need to learn sportsmanship 
and a code of ethics, follow rules 
and regulations of games. 



ffiOTIOilAI. 



Characteristics 

1. Begiris to develop 
self -discipline 



2, f>chibit3 verbal 
agression 



Is self • conscious 
of ability 



Is unpredictable-- 
grown-up today, chila- 

ish tomorrovT 



$, Is anxious to try 
things 



Gradei 

5 I 6 



X j 



X \ X 



Needs and Program Experiences 

1. Promote need to participate in team j 
games and activities to assist in ' 
developing emotional controls * 

p 

2. Promote need to participate in i 
activities i;here an understanding of ! 
different abilities can be learned. j 

3. Give individual attention to assist j 
in overcoming incompetence or realize ' 
lack of ability. j 

k* Supply activities involving co- \ 

operation i .d team w^ork, to help ; 

emotional adjustment; show undor- j 

standing of individual shoitcomings. j 

5. Supply new and challenging activities-! 
-self -testing, apparatus, track and ' 
field, breaking records, 1 



ERIC 



$9 



INTELLECTUAL 



Dradesl 
'5 6 j 



! X 



Charactei^istics 



!• Acquires skill 



2 • Possesses increacing > 
ability to analyze | I 
and evaluate progress x x 



3- Likes to sot own 
standards 



ti. Is resourceful and 

creative 



S> Enjoys freedom with 
loss supervision 



Needs and Pi'ogram Experiences 



i X ! X 



!• Px'omote need to practice and apply j 
sport skills in a progressively more i 

complex situation, i 

I 

2. Promote need to develop an >inder- f 
standing of the basic concepts of ; 
movement that apply to many activities 
--balance, force, projectiles. j 

Z . Promote need to be involved in plan- 
ning and evaluating activities, 
establish sportsmanship rules, rules 
and regulations of class organizatio:i, 
activities, intramurals, 

I 

I'. Supply activities to show individual i 
expression --free exercise, rhytfims j 
and dance, jmap rope, bamboo poles ^ 
team strategy, special school programs 

5. PromiOte need to assume responsibility | 
in organizing and playing games on 
their own (must be taught )» 
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CURRICULUM it A T E R I A L 3 



BASIC M 0 V E M E .I T ^^^^ j,Qpy AVAILABLE 



Analysis of bo sic Movement , , , , • 6k 

Vocabulary for Basic Movemont .6£l 

V/hat the Body Does in Relation to Kow the Body Moves 6? 

ilovement Skills 6? 

Body Awareness , , 69 

Concepts 70 

V/hat the Body Does in Relation to V^here the Body Is,,.,, 71 

Ilovement Skills , , ..•%..»..•••.. 72 

Body Av;arene33 , , * , lU 

Concepts , , 7? 

Snnll Equipraent , . • • , « 77 

Basic Movement Applied to Some Specific Skills.,, , ....79 



ERIC 
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i 



I3ASIC PiOVEMCNT 



^'hovernent Education nay bo defined as an individual approach or system of 
teaching children to bocomo aware of thoir physical abilities and to use them 
effectively in their daily activities involving play^ work, and creative expres- 
sion," Basic movement skills are the core on which all games and sports^ daiicc^ 
gymnastics^ and aquatic skills are based* Therefore a good foundation of basic 
movement skills and underst£inding needs to be laid in the primary and inter- 
modiato grades. "The extent of each child's experience is dependent on the 
encouragement, freedom, and space available to move and explore* "2 



Basic movement is an on-going process which is continuous tlirough the grades 
t'hroughout the school year* Basic movement experiences can bo incorporated into 
dally lessons as warm-up activities, in skill practices, and in game situations. 



\ 



'Marian North, A Sample Guide t£ Hovement Teaching 



.. . A 



2o 



Evelyn L, Schurr, Movei;ent Experience s For Children 



ERLC 
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Analysis of ^asic i^lovomGnt 



Snace: ^^i'^i^ted - v/horo the body is in own space 

Unlinitcd - where the body is in unlimited space 

Slow 
Tine: Fast 



Force : 



Light 
Heavy 



Flow: Restrained 
Free 



lody Awareness: f:''^'^^' "^^^^ 



.Movement Skills i 



Loccnotor - walk, run, jump, hop, etc. 
ror.-Locomotor - curl, stretch, push, bend, etc 



Concepts : 



Concrete - anima]r. , shapes, letters, nunbers, etc. 
Abstract - mocds , emotions, unseeable abjects, etc, 



bpace 



Personal - where the body is in rolationsliip to body parts 
'General - where the body is in relationship to others and 
obje cts 



Directions : 



Up-d own 

F ^rwa rd -ba ckwa rd 
Rirfit-left 



MlRh 

Low 

,-!ediun 



Even - 3trair>ht 
Pathways : diaf^onal 

Uneven ~ circular 
spiral 
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Voc-uu].ary for X-^^sio >Iovoment 



A. Eloraents of MovcinGnt 

1. Space 

2, Time 
3i Force 

n, i'lovoment Skills 

1. Locomotor Skills 



a. 


start -stop 


b. 


crawl 


c . 


walk 


d. 


run 


e . 


Jump 


r. 


hop 




gallop 


h. 


skip 


i . 


slide 


j. 


leap 


k. 


dodge 




-Locomotor SMII3 




shake 




push 


c. 


pull 


d. 


stoop 


e , 


kneel 


f • 


swing 




sway 
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h. 


turn 






i . 
j. 


tv;ist 
bond 






k. 


strotch 






1. 


balance 








pike 






n. 


straddle 






0, 


jerk 






p. 

q. 


arch 

tuck-curl 


; 1 




r, roll 
Directional 




1 A 


1, forvjard 






2, bnckx-zard 






3, sideward 






li, rip;ht 







loft 
6, u]) 
? , dovm 

8. over 

9. under 

10, in 

11 , on 

1?, around 
13, through 
Pa thv;ay3 

1, straif^ht 

2, dia^^onal 



ERIC 
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3. curved, circular, spiral 

li. square 

5, triangle 

6. 7.ig2cn/? 
E. Levels 

1. low 

2, high 
3» mediuni 



- a'-. ^ a:. 



\ / 



V/hat the body does is the foundation to how the body moves. Included in 
every movement are the eleiients of space, time, force, and flow] It is throu.^h 
the use of such qualities that the most effective movement patterns will result, 
The followinf? will show how movement skills, body awareness, and concepts can 
be combined with the elements of movement. 



Grade 
Stress 



3K-.1 [ A. 

i 

I 



ERIC 



^asic movement 



Hovement Skills 
1. Locomotor Skills 
a, S{X5ce 



(1) Jump like a rabbit in your own 
space. 

(2) Run, using as much space as you 
can without touching another 
person . 
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Comments 



Emphasize cor- 
rect movement 
skills , 



Build f^ood 
listeninp, 
habits . 



ERIC 



•3a sic Mover^.orit 

b. Time 

(1) I'lako your body vjiilk very Glov;ly, 

(2) Move your body quickly around the roor., 

(3) Skip, usin,^: your ariac in a variety of 
v/ayc? . 

c • Force 

(1) Gallop very lii^hil./. 

(2) V/alk, using heavy oteps* 

(3) Skip lightly, r.akin^^ arns do strong 
jaoveFionts* 

dr Flcv; 

(1) Run; keeping the body parts close to- 
gether. 

(2) '/alk very freely, using all body parts, 
2. ilon-li0co:aotor Skills 

a. Space 

(1) Make hands snake. 

(2) riako body svdng, traveling around 
the roora. 

b. Time 

(1) Make body svray very slov;- 

(2) Make body tvdst very quickly. 

(3) Make body turn at a rRediun ^ipeed. 
Force 

(1) Make your bcdy chake very lightly^ 

(2) Make your body pull soraething very 
heavy (strong typo mover.cnt)* 

d- Flov/ 
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C'Cjnents 



ir.usic or clapp- 
ing, 

M'vko con^:ricuidvS 
brief* 



tjnphasizo U3C of 

vocabulary 

Kcrds, 



MncoarAg-j 

children lo _ 
Goek now ilcac^ 



Have children 
pretend they 
have a bubble 
a.round thea tc 
avoid collisions . 



Use extreme 
contrasts to 
shovr medium 
s!>eed . 



Introduc'^ ncv? 
v/ords for forcc^ 
such aa coft 
and harn". 



'in sic Uovomcnt 



ICovmmts 



(1) i-Iako your body sway liko a tx'eo with 
tiny broeao blowing, 

(2) Hake your body sway liko a tree in a 
storm. 



I Try activitiG 
f on page 29'^- 



Body Awareness 
1 . Parts of body 
a. Space 



(1) Move just your arms in as many dif- 
ferent ways as possible^ 

(2) Travel aromid room using one leg and 
two arms I 

b. Time 

(1) Shovr very slowly how many different 
v;ays you can move your knees. 

(2) JuiTip quickly using your arms and legs 
to get you very high. 

(3) V/alJc, using yovir hips in different ways. 

c. Force 

(1) Make your stomach move in small circles • 

(2) Show someone chopping down a liugh tree 
using your arns» 

d. Flow 

(1) Sit, making your hcmds and feet tv/ist 
and shake. 

(2) Make your body flow like a brook* 
2, Whole Body 

a» Space 

(1) Make your whole body twist and shake in 
your cvm space. 

(2) Slide, using your whole body but avoid- 
ing collisions. 



State another 
v;ord for o\m 
space--spot. 

Emphasize use 
of empty space 



Discourage 
copying . 



Don't assume 
students knov; 
body parts , 
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b* Ti:ao 

(1) Do a sv/inging, laxy waU<, 

(2) Hake your body move as thou[^h a boar 
wore chasing j-^ou* 

(3) Move, not too fast but not too slov;, 
to another part of tho room, 

c. Force 

(1) Haicc your body into a butterfly 
tjoing from one flov^er to another* 

(2) Make your r.Ui3cles feel very strong* 

(1) Hake your body jerk v;ithout letting 
your feet cone off of tho ground. 

(2) Make your body skip and twirl v;ithout 
touching another person. 

Concepts ^ 

1, Concrete - objects that can be seen (shapes) 

ai^inalsj numbers, letters, words, etc, 

a. Space 

(1) riake the letter ^'A" with your body, 

(2) Skip out the letter ^'3^' on tho floor, 
b • Time 

(1) Make your body into a leaf falling fron 
a tree. 

(2) Make your body into a racing car, 

(3) Make the v;ord '^IT^' on the floor, 
c« P'orce 

(1) Make your body into a bc'dloon 
floating in the air. 

(2) MaJce your body walk like an elephant- 



I Comments 



T 



Make voice 
tone fit 
corunoiid , 



Keep noise a 
a ninii^um., 



TRy activiti 
on page 293. 



Use flash 
cards for 
visual stim- 
ulus . 



Hay have to 
your body to 
demonstrate ■ 
idea 

Can be done v 
partners or 
groups 
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Grade | 
Stress 



^aslc /lovemont 



d. Flow 



2, 



(1) Make your body spoil your firsjt nasno 
in your own space. 

(2) Make your body an Olympic ico -skater. 

Abstract - objects that cannot bo seen (wind, 
omotions; moods, colors) 

a. Space 

(1) Make your face show happiness, 

(2) Hake your body into a gust of wind. 

b. Time 

(1) riako your body move as though you4»e 
very tired. 

(2) Make your body act as though you just 
had a surprise* 

(3) liAko your body show at a nediuju speed 
a flower growing » 

c. Force 

(1) Show with your body delight. 

(2) Make your body into a big dark thing 
(some type of monster). 

d. Flow 

(1) Use your face and arms to show a lot 
of anger. 

(2) Hake your body into a springtime 
breeze. 



Comments 



Try pictures 
motivation. 



Emphasize the 
use of the 
whole body. 



All movement patterns take place using space, ibvcments can go in different 
directions, high or low, and in a variety of pathway;^. An awnrenoss of v;here the 
body is moving is essential in the learning of one^s o\n\ relationship to the sur- 
rcnnding environment. The following will show how movamont ^^kills, body aw<-re- 
ness, and concept'^ can be combined vdth v;here the body io v;hi]o in motion. 
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Vniuc Movement 



veirscnt Skills 
Loconotor 

a. tSpaoo 

(1) V.'alk and touch your ankle to your 

(2) liold hands v;ith a parino)', sec if you 
can okip face to face and back to back 
v;ithout stoppin[i. 

b. Direction 

(1) Run, moving your hands up and down 

(2) riop forward, junp backwaixi ^ 

(3) Skip to the right, yallop to the loft. 

c. Levels 

(1) Get your body as low to the [ground as 
you can and novo in different ways. 

(2) Jurap as high as you can. 

(3) V/alk high and lov; and in-between. 

d. Pathways 

(1) Even 

(a) Walk to a wall as efficiently 
as you can. 

(b) Slide back to your starting place. 

(2) Uneven 

(a) Leap, inaking the shape of a ball- 

(b) Skip in a circle; start with a bi^ 
circle and end vilth a very sr^all onei 

iIon-Loconotor Skills 

a. Space 



Do as laany 
different vrays 
as possible, 



1 Select the 
I better inovojaent 
to shov; to 
entire class. 



Use children' s 
ideas to furthi 
your own 
imagination . 



1 
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^ iasic ilovemut 

(1) Touch your loft hand to tho outsido oT 
your lught foot, 

(2) Stretch, bend, and twist koepinc your 
back to your neighbor's, 

Directions 

(1) llake your body stretch highj quickly 
go dovm low. 

(2) Make your body s;s'int; forward and 
backv-'ard, 

(3) Tvdst your right aririj shake your lof t 
arm. 

Levels 

(1) Got your body as lov; to the ground 
as you can and make it roll. 

(2) Make your ai^ms roach liigh, stretchinc 
and bending your hands. 

(3) Stand straddled, sv^ayliig frcm side to 
side. 

?athv;ays 

(1) Sven 

(a) Keep tho legs together, stretch a.:; 
hr.gh as you ccn, then bond, touch- 
ing your toes . 

(b) Straddle your legs, bend imd touch 
right hand to left foot, and left 
h^Kl to right foot- 

(2) Uneven 

(a) Mai:o y'.ur bociy rnov: ?.lk3 r\, 
spinrdng top, 

(b) Start; sitting on tho floor^ \iaa 
pulling, pushing, and turning, 
trying to cllnib a bean st^J.::. 



Comments 

U^e bvjnd ^jid 
twist, 



Give more 

indivLdu:iliv;e 



See pc^gfis 2S'^3 
30? for idon:j 



jifavc cl-i'ld'ca 
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Grade 
Stress 



ERIC 



^nnj.c Movenont 



Coments 



Body Avrarenoss 
1, Parts of body 
a. Space 



(l) Bond and touch your no so bo your c 



ml 



(2) Lie vdth the back of your lo^js acains'. 
the wall* 

b. Directions 

(1) Malky nakinc your arras novo up cavA dovii 
in opposition, touching your kneoG, 

(2) ibve your hoad Tox^vrard and b-cki;ra:'d» 

(3) Keep your head ^jtil,! and move your 
eyes side to side (left to richt)* 

Levels 

(1) Ilake your body go ats lev/ ao it caii 
without touching tlie ground. 

(2) Get your feet as high a*j you cf.r.. 

(3) lialco your stomach so it is higher 
than any part of your body* 



Pathviays 
(l) 3ven 

(a) liove 



:ur hool in a ^;trai<* 



■■J . i 



(b) Make an '^X^' v/ith your body usijig 
tv;o diagonal lines. 



(2) Uneven 



(a] 



i':a^:a yovr no::'3 travo 



(b) Protend you aro va^apping a rope 
arouiid your body s tainting at you.' 
feet, ending at your liead . 



7h 



ilxpoct a 
variety of 
response:;- 



Poll si; or I 
fine riCvui-:' 



Gradfj 
Stress 



3asic Movement 



Coromonts 



(1) Bend in as nany ways as you caii so that 
as nany body parts as possible vOUch. 

(2) Keep your back facing the v/all, wa.lk, 
making your body as wide as you can» 

b. Directions 

(1) Pretend you're climbing up a laddor; 
como down the ].adoer, 

(2) Leap, using your whole body, forward 
then backward. 

c. Levels 

(1) Lie on the floor using your arms as the 
traveling foi'ce. 

(2) Keep your legs straight and jump as high 
as you can. 

(3) Kneel on the floor find discover ways 
to move the rest of your body, 

d. Path'>mys 

(1) Even 

(a) Show how a person v/alks on a 
tight I'ope. 

(b) a~iOw ho\j a strong v/ind affects 
the way a person walks. 

(2) Uneven 

(a) Hake your body roll like a ball, 
pencil, etc, 

(b) Jump arid turn vjithoUL tcuchinf; 
another person. 

H, Concepts 

1. CoTicrcte ~ animals, shapes, letters, words j 
numbers, objects seen 

a. Space 



Fjiphasi7.c the 
range of the 
movomont * 



Discuss 
cushioned 
landing . 



Emphasize eye 
focus. 



Pinphasi^c I'.rn 
flowing move- 
ment. 



JC i 
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Grade 
Stress 



Move no nt 



I Commonts 



(1) iicike your body into tho nuiabor h. 

(2) Use your body to raake a triangle. 
Direction 

(1) i'lovo your body like a kan^^iroo- 

(2) Pretend you are a rocking chair. 

(3) Touch a person v/earin,^^ red with your 
right handj touch a person v/oaring 
blue vdth your loft hand, 

c» Levels 

(1) Move your body as though it viero a 
snake. 

(2) V/alk like a gicuat. 

(3) "i/alk like a duck, 
d. Pathvrays 



(1) 



//en 



T 



I iJote thai cl.;i.l~ 

^ dren enjo^-^ vfork- 

. ing in group:.: 

' to make sliapes. 



■ Can bo done ri. 
, different love] . 



(a) i\ake a letter that ha^ a strai[;;::b 
line in it (T^ il, etc.)* 

(b) ohow with your body a nurib.^r or 
shape u.sing a diagonal line- 

(2) Uneven 

(a) Make the letter ^'G" with your body. 

(b) Pretend you are clinbing an old, 
winding stairway. 

Abstract ^ objects that cannot be seen 

moods, colors, emotions, vdnd 

a. cpaco 

(1) chow v/ith your v:hole body in your spot 
hov; you feel when you ^ re sad. 

(2) Travel around the roor. shewing 
happiness. 



Dha^dzG the 



use of coribiiia- 
tions of yrrj<i- 
nonts to ::':>c\ 
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Stx^essj 


'Vi^jic Mo vo meat 


Comments 


i 


b . Dii^octions 






(1) Show with your body how a bird 
flies and lands. 


Allow Gtud{3nt3 
to exi:)loro# 
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(2) Travel forward j showing how you foel 
when you aoo rod; travel back>;ax'd 
showing how you fool when you see green. 

(3) Travel to the left and ri^ht showing 
you're very gay, 

c . Levels 

(1) Show with your body how you feel v;hen 
you are very tired^ 

(2) Hake your body into a beautiful spring; 

(3) Protend it is a "dark, spooky night" 
and raove the way you feel. 

d. Pathways 

(1) Even 

(a) Move in a straight lino, showing 
how your body feels love. 

(b) Move your body in a diagonal line 
showing how it feels v;hon you sec 
blue, 

(2) Uneven 

(a) Make your body show confusion 
(going around in circles). 

(b) 3iow with your body a tornado, 

onall I'4U,ipnont 

1. Ball handling - bounce the ball, keeping it 
v;aist high 

2. Koops ~ spin the hoop so it looks like an 
oggb eater. 

3. Wc:.nds - balance the wand on as rrumy differ ent 
body parts as you can discover. 
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Knphasir.'*:! t!u 
use of con- 
tinuous sequence 
of the laovemen t 



Give jnorc 
problori solvln^-j 
tasks as chil- 
dren profi^ess. 



Ilote that 
use cf i'iand 
equipnent cap 
bo applied to 
basic FioveTieiil 
throiigh t'.e -i^: 
of ^'Hov;, ;vhat 
and VJhere, " 



Grade 
Sti^ess 



I Comments 



ii» Tires - J:iove around, over, in^ aiid through the 
tiro in nany v/ays as you caru 

^(opos - make the letter ^'0'' with your rcpo and 
find nvM ways to go over it , 



6. Stilts - place two foot on the stilts and balance 
for tlic count of 3* 

:>anic I-iOvonicut Applied to 2oirio Specific Skills 



.]vres^ 



otart-Stop 
Crawl 



3tep"V.'alk 
i(un 



Jump 



Hop 



Gallop 



Slido 



r-\ish 



Pall 
Kneel 



oVnnf. 



'iiirn 



Tv;ist 
;ion<i 



I 



Under- Ba^K^jt-^ Spring-^ | 
hand , ball j boai^d i 
Throw^ ] Lay -Up, j Approach 1 
Volley- i 7olloy'.;TakG-Crj^]. llivin 



Place! ball jball ' Ju-.p, 
Batting Kick : Serve 'Spike ' Land 



.■ur-. 



Roll 



-I- — 



4— 



X 



H 



t 
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^ J ... 

:tre:;s 


■ 

• Batting 


Plac6 
Kick 


Under- 
hand 
Throw, 
Volloy- 
uail 
Sorvo 


liaskct- 
ball 
Lay-Up, 
Volley- 
Daii 
^ Sf^ike 


spring- 
board 

Approach J 
Tako-Off 
Jump > 
Land 


Roll 


r or Weil u. 


/ 

A 


Y 
A 


A 


Y 
A 


Y 
\ 


Y 
A 


t53.CKWara 















oidcward 


A 


— , 










Right 








* 1 






Loft 














Upward 




X 




X 


X 


X 


Downv/ard 












X 
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BBT COPY AVAllAULE 

!! A / D EQUIPMENT 



Class ProoedureiJ * . • . » » • • .83 

Equipmont Distribution. , • . . . , 83 

Class Fornation , .83 

Lack of Equipment , , .,8ii 

Bean lags , , Qlx 

Balls 93 

Ropes , , « , .125 

Dcootoi^s ^ 137 

Cageball , 139 

Scoops Ili3 

V/:ncls lh$ 

'{oops, Inner Tubes, Tires 1^5 

Iriddles. 1:^9 

Parachute , , IA3 

Other 'land Equipment 166b 




General Methods of Instruction and Toachini;^ Tochniquos 



I. Clar s P:*ooedures 

A, Classes nay enter auditorium or hard w^ui^faco area in ono sinf:lo lino an? 
v:alk to a prc-doter;iincd line for further inw^tractiona, 

1, iixplain class procedure. 

Setup ruleo and restrictions as to class conduct vith cquipncrit, 

3. Stress cla^s attention while you are speaking j iov exai^iplo^ point 
out that imy child v:ho drops a piece of equipment v/hilo you aro 
speaking mst put it into a collection box for a specific period 
of ti:aG. 

II. jSquiprieu t x^is iribu tion 

A. Havo ocTiipnent in bags or in large boxes ready for dic^tribution and 
collection. 

Have childi'en select supplies as they pass the bags ar: boxes in cingle 
01 double file; hand out as they pass, 

C« Select equipment to bo used vritli partners in single file v/ith ovciy 
other person picking up oquip^v^r.t. 

[LI . Glass Formation 

A, Formal ilothod 

1« Arrange class in files ^ rows^ squads^ ctc.^ each mdividaal rospor- 
-/Lblo Cor remembering his ovm position . 

2, Count off, having specified numbers novo forv^ard or bai:kward vntil 
lines £ire formed. 

3, Sepcu^ate beys from girls for a third type of formation. 

1m Demonstrate first in formal methods, then lead while children 
practice the skill in unison. Children may be pojmdtted a free 
period during which they can practice inforr.ally the ,skiir.^ tney 
have observed. 

5. Have each line perform the skil].3 v;hilo the othor-j observe. 

6. Teach 2 or 3 skiJ.ls, th*Gn use those in a sij^.nlo (^/^no before T^ovinr; 
to tho next skills; such motl'iod can become borinj and in--effecMvo 
if too forTialized* 



O 83 
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7. Encourago su^'cei^tions from children for now stunts in t'^.eir free 
poi^ioch 

Informal Method 

1. Have child find his ov;n aroa^ making sure he doesn't interfere with 
his neighbor. (This method best used \7ith a c^oup that is capable 
of organization within themselves; however, it cr.n be used with clos- 
supervision by teacher.) 

2* Demonstrate skill, then have children practice on their own taking 
skill as far as they can. Stop activity to correct faults and add 
to skill taught. 

3. Group childi^on into squads for practice when possible (soccer), etc. 
)i. Call on children for deraonstrations when necessai^y. 
^I. Conbine informal method u^ith formal v;hen possible, 
.ack of i^cjuipment 

. Collect s\ipplico from classrooms to fulfill lesson n:-jds if necessary. 
. Use bean bags if short on various type balls. 

. Use buddy system where each partner trios skill and tiion passes off 
buddy. 

. Use all tj'pe balls; in mass ball skills classes j soccer,, softballs, tcnn:' 
balls, basketballs, etc., children can tiado off often 

. Have childi^en bring supplies from homo to supplvaent ^u^op.ram needs. 



Hand, Kquipn^nt « _;^ean 3aRs Ccrments 



A . Bea:i Bags ^ 
Initial rlx perie nco ] 
1. Tactual experience \ 

a. handle bean bag, feel, rub, shake, etc. 

!• I\at it from hand to hand; on head^ si^ould-r, ! Use children's 
foot, etc. ideas. 

c. Pass it ai^ound body, through legs, etc, j 
passing hand to hand , 

d. I''r'jD ruid pick up 



uraae ; 
t 

B^~3 I 



Hand EquipnQnt - Hi^fn Bags 
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2 , Body awareness 

a, Balconce bean bag on head, shoulder > ai^jn; 
walk, run, gallop, skip, 

bi Balance oean bag on a part of body while j 
doing stunt; sit, kneel, lie, stand, doggio i 
vmlk, crab walk, etc. i 

f 

c. Balance bean bag on instep; walk, swing log, ' 
lift bean bag 

d* Ualk balance beans holding bean bag on paljn, ; 
on head, etc. \ 

e. Review kindergarten-first grade skills. { 

f . Place beai; bag botvreen feet and jujip i 
several tajpies* | 

g. From lying' on-back position j 

(1) toss to self fron various ai^m positions ' 

i 

(2) use both feet, bring bag overhead \ 
deposit back of head 

h. Drop bean bag into hands off head, shouldors,. 
elbow. 

! 

i. Drop bean bag off back of hand or elbow and 
catch with sane hand, otlier hand. 

I 

j. Drop bean bag off hack of head, catch two j 
handed behind back, catch one handed. 1 

k. Balance bag on all fours, hands, knees, 
back of heel, kick bag forv;ard, overhead, 
and catch . i 

1. Balance bag on lioad, sit dom, get up, lie 
dovm, get up* 

Y2""li£l^ii Coordination 1 

!• Toi3S up with one or two hands and let it hit 
tl-io floor. 

2i Toss up with one or tYO ha .ds a:id catch; j,ou 
toss , 
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Use children 
ideas too* 



Stress koopir 
oyos on bar; , 



Grade : 
Stress 1 



BK-3 
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3. Toss from hand to hand- 
le. Toss avray undorhaiid, vnn and rotriove^ nui 
and catch' 

Throw away overhand, run^ and rotrieve. 

6. Bond, tlirow through lorjs, retrieve. 

7 . Underhand a^id overhand tos^ at target, 
bulls-oye, box, vastebasket, pins, etc* 

6» Tos^ upward a2^d catch - one haiid^ both 
hands, back of hand. 

9, Toss overhead, turn and catch - clap hands 
cind catch. 

10. Toss upward, turn conplotely ax^ound and 
catch, touch floor imd catch. 

11, Toss overhead froin one side to th.o other, 

12, Toss fron haiids behind back overhead to front 
and reverse < 

13. Toss around body, under logj back hojid, behind 
back, etc., ai^d catch ^ 

Toss to liando fron toes, fron knee, fror; between 
toes of both feet^ from between heels of both 
feet . 

F/h^-Koot Coordination 

1, Place b'-^an ba^ on foot - v:alk 

2- Kick bean bag - dominant foot 

3 1 Ivick bean bag - other foot 

li. Kick bean bag - alternate foot (dribb.le'' 

^, Place bean bag on instep, kick away, retrieve; 
kick and catch* 

6, Drop bean bag on foot. 

7. Drop, kick bean ba^ before it hits ihe ground 
(punt). 
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Goirjnentf: 



Statn that 
overhand toss 
is like sv;atti 
at a fly. 



Grade • 
Stress* 1 



Uand Squip*7jont - ^"tean Sags 



8, Tos6 bean bag to self from toe and catoh^ fr<.ra 
knee, etc. 

9. Sit, place bean bag on both feet and toss to 
selfj betvieen feet and toss. 

Partner Ac tivitios 

1. Slide bean bac back and forth to partner, 

2, Place a pin or plastic bottle between partnorG, 
take turns sliding bean bag into thio pin* Sar.ie 
with a throw 



Comraents 



3. Toss underhand to partner and overhand; increase I Have nhildrc 
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distance. 

ii. Toss back aiid forth using different tj^^es of 
throv;s. 

5. Toss with b-"^an bag balanced on head^ elbov;s, 
knee. 

6. Have partners sit tailor (cross-legged) 
fashion about ten feet apart* Ihrow and 
catch v;ith various styles* Toss from 
various other sitting positions with the 
bag balanced on the toss or instep, 

7. Place bean bag on instep, kick to partner 
for catch, 

8. Ug3 two bean bags at onco^ 
anall Group or Team Activities 

1, Use bean bags instead of blocks in block relay. 

Use bean bags in throw and -stoop relay. 

3* Shoot baskets into v/aste can, 

k» Bowl (instead of ball) 



5.. 



Use bean bags as device to learn an advai^ccd 
skill in an easier and safer situation, i*e., 
scoops, hockey, football, basketball, passing 
and catching on the run. 
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on 



stand face ■ to- 
faco, take 1;.^ 
steps apart. 



Grade 



Ha: d E<)uip ment - Bean Bags 



£x\ ildt: Gaines 

1. Four Corner Tag 

Playerr^; Four players active at a tir.o 
Skills: To v;alk or run balancing;; bean ba^j v:: 
]!]auiprient: U bean bags 
Area: A square court 



head 



Ml 



1. !iave four players v^dth boan bar';s on 
headi: take places on a square, one 
in each corner. Jthcr players ."in^ 
up beside court to avmit turn» 

2. r;ave r.aoh playor on 3it;n3l start 
walking or runjung as fast as ho 
can toward corner square on his / 
right in an effort to overtake IV 
and tag player ahead. Players A 
riust touch each corner square. 



3. 



5. 



Variation; 



A y- 



Have player go to end of waiting 
line if tagged or bean bag falls 
off his head. 

Toll players they may adjust their 
bean bags during a chang?. of pl r/er:^, 
but at no other time- 
Call winner the one who is abl:; 
remain in gajTie longest time^ 



Ai'Lcr a player has gone ai'ouna tv;o 
timer., he is retired into a virners 
circle. Later ^ have a play-off of 
all v;inners . 

Over the Line 

Players: a-rall group play (6-10 plc.ycrs per group) 
^Jkills: Throw arid catch 
Kq^aipn.ent: 1 bean bag per player 



7 



]. . Construct a throwing box three f^^.t I'^uare draw^^ on the 
fi-ild, A ton foot lin'^ io c;-. - ::r..yj i^et f--^^ the box. 
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Grade 
Stress 



Hand Equipment - 'Jean 



2, havo one player IT^ atand in field in back of l".n 

3. Havo each player in turn^ steps irto throwjj^g box and 
throws his beaji bag (using an overhand throw) over the 
line as far as he can. Any bean bajj." which dc^n't go 
over line are "dead'l 

li. Have IT try to catch all bean ba^^s that go over litio 
before they hit ground. Those caught, arc aliio "dead',! 

i>. Make player who throws uncaught beaii ba[^ farthest over 
the line is new H\ If IT can catch all bean bags that 
go over line, he is IT again. 

6. Have "dead" players go to the graveyard until gane is 
over . 



-0 



3r D\ick On the Rock 

Players: Small group 

Skills: To throw for accuracy and tagging; 

r^quipment: ^>ick pin or plastic bottlo (tho V-;ck"^) ^/.vaffic rorv. 

or box (the "xlock") at ouch r:^-^^\. ^^^ne loss thrcv.uPg 
object than number of player.; 



1. 

2. 

3. 



Place "Duck" on ''Hock'' to ot;Art gcir.o. Guc-.-d atan:'/; to 
one side, not blocking thrcwa. 

Have thrcwors throw in turn at "IXickL' 

Tell throwers they should: 

a. Remain behind throwing line at^' long an tho 'U.acl'" 
is on '^Hock:' 



Players 

^-3 . 



( 



/ l\ . 12' 



^fhrow-'ru' Line 



'rt, / 
3' , ■■• 
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b. Retrieve thrown object and atter.pt to return tf) 

throwing lino without boii\: ta^gei by g*aar;l it -'Diick' 
is off ^'iiook'; 

h. Toll ^^aard ho should: 

a. Knock "&ack" off '^itock'^ vdth his hand i*: all throvor: 
miss, pick up one of the thrown objectiJj and run to 
throv;in;j line. Thro;;er who does not secure a throw- 
iiig object bocorrioj now ^juard-^ 

b. Kepi ace "lAick" before trying to ta^; a thrower if any 
thrower knocks 'T^ick^' off ''Rock'j 

Tox and Squirrel 



Skills; To throw and catch j-^ 
rJquipnont: Bean bag and ball ■ ' ^ 



:i:ules; 



\ ' 

/ t. 



1. ^'Fox'' (ball) is hold in circle opposite 
"Squirrel" (beai^t bag). Cn signal "Go/^ 
both objects are started around the » ' 
circle, "Fox'^ trying to catch ^^Sqiii.relV r ^ 

') 

2. ''.^ox" nay chaiige direction at any tir^c. 
"Squirrel'^ itHot change direction only 
to avoid being caught 

;:otc: Use different size and color objects for 
awareness and dexterity. 

Throw the Bean Bag 

S^kill: Throwing 

cquip;r,cnt; One bean bag per player 

n\ilos: ' \ 

\ 

1. Tine up six or eight players cn 

throwing lino. Cn signal ''^vhro^/' ^ ' 

each throws his bean bag as far as ' 

he can into the field, then nins 

down arid stands beside his own bean 's 

bag. ^" , ' /y 

2. Lino up six or eight r.ore play<:r'^ r.u& 

throw; continue until everyone has y\. y 
thrown. ; . 



Grade 
Gtreos 



Hand Equi!)nent - ^an Hnf^s 



3. Keep bosm bag whore it drops if it 
hits player in field* 

ii. Call wimior tho player who threw 
farthest 1 

Variations: 

1, V/ork on different t^^^e:; of throv;s each tine. 

2, Have players throw just hard enouj:;h to i^ot bean ba^^ 
ju;jt over a certain line. Increase distance on next 
throw brings rr.ore control to a throw, 

3, Caution players in field to face throvrcrn and bo alert. 



NOTES; 
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Grade 
Streac 



Hpnd Equipmont - lalla 



0 
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Balls 
Initial i.^lxpG riencq 

1 . TactucLl 

a. Exaaaine all kinds of balls £ov: 

(1) Texture 

(2) Size 

(3) Color 
(li) Weight 
(?) fiardncss. 

^' Discover what oach kind can and cnnnot (\o 

2, Body awareness (hov; the body works encumbered 
by a ball ) 

a. Sitj kneel, stand with legs together or 
apart. 

(1) Holl ball on floor around body. 

(2) Pass ball around body, 

b. Sit on ball 

(1) Put arns out, up, on head.> 

(2) Hold up one leg, other leg, both legs. 

(3) Balance heol of one foot on toes of 
other, arns wide . 

ih) i':ake ball roll back and forth while 
sitting on it . 

c. Lie on ball, face dovm 

(1) Lift arns 

(2) Lift logs 

(3) Lift ciTn and leg 

(ii) Make ball roll back arid forth, 

93 



Cut an old 
ball in half. 



Use children -s 
ideas . 



Grade 
Stress. 



■v' nci Equipnen t - Da lis 



Coments 



K-1 
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ci. IjtaMdiny position 1 

(1) Trunk involved with bending, tvastinj;, j Try ij-atiati'/o 



stretching 

(2) Legs together, astride and in the 
lunge positions forward, .^idoward, 
and to the rear 

(3) Move ball by rolling;; or passing 
around all parts oi the body* 

Ball Skills Classifi cations 

Bell skills are divided into the followint; skill 
clajsif ications ; 



1. 
3. 

4. 



iiandlijv' 
Swinging 
Rolling 
Bouricin^^r 
; , Tossing; 
6o Throv;in[^ 
7 c Catching 
Ky e - I.vand__ Coor dina tic n 

1. Roil ball and retrieve- 

2. Roll ball to wall; catch a^^ ii, rolls back. 

3. Roll ball at a target, 

Li> Drop and catch, standing, walking;, ^^unnin/,^ 

Rcunce with two har/is~standinf;, wai:<l: 'j, 
running. 

6, cwuncG with one hand-standin^j, w^alkin;',, 
running * 

?• Aliornate one hand-bouncin;^ , standing,;, 
walkiriP^ , running , 



9li 



novornents, 



Ins tract how 
to hold ball 
while rocc:lvi 
instruction:: . 



liave Ghildr :j''L 
use cne or c.v: 
hands . 



I 



Grade 



Cominents 
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8. To£iG and catch; add clap hands. 

9. Toss, lot bounco, catch; add full turn. 

10. Throv;' under or overhand and retrieve- 

11. Ttu^ow at wall, at a target* 

12. One hand and/or two hand dr^lbblc 

a. Move at various speeds in place- 

b. Change haiids (e.g., i-Iarquis Hayncs of 
Harlon Globetrotters) low or high ^3 
possible. 

c. Eyes off ball 

d. Around, between, through various obstacles 
such as people, bottles, pins, tubes, or 
hoops 

13. Oatchin^; on the fly 

a. Bounce and catch. 

b. Bounce and juKip up and catch. 

0, Toss ai;d catch, by self, ov,:'r r;els, ropes ^ 
fence, etc . 

jJi. Striking or battiiig 

a* Volley to self, hand to hanri, both liandoj 
stand, walk, run. 

b. Volley to wall, alternate hands, 

c. Strike ball vdth parts of body abcvo 
waist, use hands only to rof^ain control. 

15. Stress r;ore advanced skills of sports 

a» Proper form for increased efficiency - :.d 
accuracy 

b. Use in gaiae-like situations, 
c . Use in ^,aine3. 



9$ 



Stress step 
v/j.tli opi jsit-i 
lo;^.. 



i Stress that 
I arms act as 
! cushion. 



I'lay have go y..:t 
childi^en thr c ii' h 
the ivove.nvjnt 



Use open hand 
and fist. 



Coimont^ 



Eyo-Foot Coordinatiofi (enclosed area) 

1. Kick a raotionl:-3Q b^dl and rotricve^ 



a. 


liard 




b. 


Soft 




c * 


Forvrard 




d. 


Kick with either foot 




0 . 


Kick with heel backward 




f . 


Kick with either foot sidev 


;ard 




Kick against wall 




h. 


Kick for distance, heigiit, 


accuracy 



BaLl Activities 
1 



rLxecute bail raovenents v/itli partniT 

a. ikdl 

b. r^ounce 

C. T03'3 

d. Throv; 

Kick and catch. 

iloll to partner v;ho kicks. 

Take turns rollin^^ ball at target, partner 
returnwS ball, i.e., bowlin^^ 

Do above activities standin^^, walking, ninni" 
in linos, lanes, circles. 



Stress ::af ty 
rioasure.- - 



Talk about 
control of 
force. 



control 



Use va.' . :.u: 
si^^iO balls. 



V6 



stress ^ 



^^•'^"•3 ' iiasq uroup GajaoG When cjadi Child ha^ a HaJl - Prijaar •, 

i 1. Statu 03 
I 

j ikim foivaatiori as original Statues i;,aino only oach child hao a 

I ball. On whistle^ thay move forward porrorra:!^ tho specif ied 

j skill. IJaxt whistle they froozo, any child not in control of 

i tho ball jroist return to starting linu. Vse throwinc; runniji/;, 

i etc, 

! 

i 2 1 (]uardln^;; housos 

{ Each child has a ball and a block standing on tho floor. On 

\ v;]d3tlG, they all roll tho balls, tryin^^ to kr.jck down Iho oiiiur 

] blocks while guarding their owii. Onco tlioir block is down, thr^y 
leave the (xroa or i:iovo tj a secondary positioru 

i"^K-3 : 3. Dr ivin(,j Cars 

: j:ach child inforiaally diubblos his ball in any direction, taking; 

! care not to bump any othur ball, If he doesj i^o )3 tu tao 

• Junkyard aloni; vrith th*i others. 
I 

\ Clrclo i^all Gancy 



Circle Roll and Jur;ip BclII 
I'ornation : circle 

iiquipiaent: one soccer ball per ['^roup ^ 



Rules; 



1. Have children form a circle and face the center, tv;o or 
Uireo children in center of circle^ one child holding a 
soccer hall. 

2. Have circle players roll ball back and forth acrosr^ 
circle emd try to hit feet of children within circlo. 
These children roist junp the ball while both foot a 
tO|j:ethor (Jack Do Ihmblo Stylo) to keep frori bo.n^j - it. 
If hit^ they Ghant;e places with pnrsoj; v;ho \\i t;i ^•n. 



hK'3 ' Whistlo Rail 



]"orr;ation: circle 

iv-juipmont: one ball per ^jroup 



Grade j 
Stress i 



Rules : 



Kavo players stand in a circle ar.d to3s a ball ai^orvz 
thensolves. The teacher blows a whiGtle^ at v;hich time 
tho player holdint^ the ball is required to drop out. 
V^hen this is played as a game^ one circle nay conipete 
against another circle, or the players in may be numbered 
alternately. Team with the nost left at end of playing 
tlTiC wins, 

r^enarks; Those that liavo dropped out may start a circle of 
their ov;n and play a losers garr.e. 



3 . Hufitlo Eussle 

Formation : circle 
Equipment: one ball per loan 

i^ules : 



I 



h'ave all pla.yors form tv:o equal circles j one player in 
each circle has ball, (or bean bag). Player %^ith tiio 
ball on signal ''GO" rans around outside of circle^ back 
to ills place, thereupon he tosses ball to person on lu-s 
left aiid sits dovni on floor. As soon as player on left 
receives tho ball ho runs around the circle, back to hl.j 
place J etc. The first tear: all sittir./; down in circle 
wins the relay, 

Rciaarks: :]o cuttinj^ the cake. Keep circles sario size by 
having; then stand around the free throv; ciro'Les. 



I /Jail B'^WAciiu: Ganes - Priraarv 



1, Dounco Catcii 



Players: ^lall group play 
Skills; To bounce and catch ball 
i:^quip;^entr Cno bouncing ball per group 



Hule: 



1. Have two rljildro!! staiid in two .iijacnt squares, 

2. J.'ave one child bounce ball into /iis oy.ponent^s sqniare. 

3. have second player catch brill and then bounce- it Lack, 
if he fails to catch it on the [irst bounce he is out, 
and waitin^^ child take:; his place. 
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Grade 
Stress 



Hand Equif-nent - Halls 



1 



hn Have both players retire after three bounces and tv/o 
waiting players take their places. 

Rer;arl<s: This is a good gaine for beginners, but isn't 
interesting to more skilled. 

Cross Over Ball 

Skill game 

Skills: To bounce and catch ball, to roll c.nd stop ball, to 

throv? and catch underhand toss, and to throv; and catch 
vertical toss 

Kquipnent: one bouncing ball per {jaiao 



\ Rules: 
1 



I 1. Have captains of each to^tr: stand on circle opposite eac-. 

j other. Sac!: player linos up on rif^ht ::ide of his captain. 



I 2. Have captain of Team A bounce ball to captain of Team 

then irj^iediatoly progress around the circle to his loft 
and join the end of Team B lino, 

3. Have captain of Toaia B bounce ball to the next player on 
Team Aj then progress around the circle to his left an^^ 
join the end of Team A line, 

ii. Continue with the sario skill until each child on \:oth 
tearos has had a turn. Teams then vrill have cross :d ovor 
to opposite side of circle. 

5» Vihen captain of Team A is up ar:air ^ cither ho or teac-'i':r 
nay choose a new skill for all to do, 

Remarks: This can be a fast movinrj and active gaiae after tne 
groups get into the rhythm of handling the ball and 
changing sides, 

3. Bounce Scotch (Pavement Ball) 

Players: ariall group play 

Skills: To control a rolling and a bouncing ball, and :o ruj^ 

without stepping on a line 
:^quipment: Small bouncing ball 

Court: Blocks of pavement are numbered, usually from 1-6 in the 
order shown. 
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Grade 



Hand Equipment - Ralla 



1. Have first player start ^ame by standing outside of 
court J rolling ball into block //l, and then catching it 
before it rolls out. After succosisiully catching ball^ 
he bounces and catches it in each of the squares. 

2. Have hi;a then return to staz^tin^ position ax~id roll the 
ball into square //2, This time he mst run throui^h //I 
square and into f)2 before catching the ball. Ho then 
bounces ball in each remaining squai^e, but this time ball 
is bounced tvice in each of remaining blocks. 

3. Continue gimo in this manner until ball has been rolled 
into each of the blocks in turn. In rolling ball into a 
higher nunbercd block, a player vnst ran through eac.\ uf 
the preceding blocks before he may recover ball. For 
example: in playing block //Oj ball mst bo rolled into 
block //6 and retrieved only after player runs through 
blocks 1-6, 

ii. If player corrjnits a foul^ it is a '^miss" and next player 
tries Ills turn. Fouls: stepping on a line, not catching 
ball inside proper squarcj bouricing ball on a^iy lino. 



i^Gunce Catch Race 



ol<ill relay race 



Skills: To bounce and catclz a ball ^ w A 

Equipment: Orie bouncing ball per team . ■ 



I 1^ I}: 



Uules : 



/ 



1. Have player /il bounce ball to J \\ j "'. 



2, Have 7/2 catch bcdlj bounce it back to ffl .'ind go to end 
of lino, if a player fails to catch ball, ho msu recover 
it, return to starting line, and bounce it back to Icid-.^r. 

3. Have ;/l bounce ball to //3 v/ho bounces it back to avi 
goes to end of line. Continue until each pl'.yer hav hr.i 
a turn* Line which finishes first wins, 

ii, Repeat game with jf2 as nev; leader if desired, /d/jo, a 
different type of throw may be used. 



BK-3 Tv^o Squares 



Players: Small group play 

Skills: To bcuncc^servc a ball and to return a ball after it has 
bounced once by hitting it up 
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Grade 
Stress 



Hand Equipment - 3alls 



Equipment: One bouncing ball per group 
Rules : 

1. Play game in two squares, opposing players face each 
other, each standirig in a square. 

2. Start game by one player bounce-serving^ ball into 
square of other player t Vrtien learning game, players 
may toss ball instead of bounce-serving it. 

3. Have second player return ball after it has bounced once 
in his square by batting it upwai^d with one or both hands 
into square of server, 

k» Continue play until one of the following violations 
occurs : 

(1) ball lands on a line or out of court 

(2) ball is hit with fist 

(3) player momentarily holds ball 

(1+) ball is hit down instead of up 

5. Have player committing violati(Dn leave game and a wait- 
ing player take his place when a violation occurs 

->The Bounce Serve - feet in a stride position, left foot 
slightly advanced, ball is held in left hand, dropped to 
court, and batted with right hand 



1. Flave players stand on circle facing invard, give ball 
to one player, 

2. liave player with ball bounce it aronnd outside of circle, 
moving to his right* Before he makes a complete circle, 
he calls another player's name, 

3. Have player called continue bouncing ball around circle, 
ball must be kept bouncing, even when changing players. 



BK-3 



6. Keep the Ball Bouncing 



Skill game 

Players: 8-l6 per group 

Skill: To bounce the ball in even rhythm 

Equipment: one bouncing ball per group 



Rules: 
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Grade 
Stress 



Hand Equipment - Balls 



Ball Throwing and Catching Game 3 

1. Overhead 

Players: Small group game ^-7 players 
Skills: To throw a ball using a vertical toss 
To catch a ball ^ 
Equipment: one playground ball per group 



Rules: 




1. Have player who it IT stands on a line with his back to* 
the group who are standing on another line. 

2. Have 'IT'' toss ball back over his head high enough into 
air so that players will have an opportunity to run 
forward and catch it before it touches ground. Use 
vertical toss throw, releasing ball at shoulder height. 

3. Have player who catches the tossed ball on a fly become 
IT. 

h» Have IT choose someone to take his place when he has 
tossed the ball tliree times and it has not been caught, 

High-Over 

Skill game for two groups: 8-12 players per team 

Skills: To throw a high ball v/ith accuracy using an underhaiid, 

vertical or overhand throw* To catch a ball before it 

bounces 

Equipnenc: one playground ball per garae 
Area: A court 



Rules ; 



1. liave teams stand facing each other on either side of line 
across center of court. 

2. Have player start game by tossing ball high in air over 
other team» calling ^'High-(5ver." 

3. Have receiving team try to catch ball before it touches 
ground. If they do, a point is scored for their tear.u 

I4. Have player who first gets both hands on ball return it 
to other team by tossing it high into air, calling "High- 
Over." 

5« Call team first scoring five points vanner. 
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Grade 
Stress 



Hand Equipment - Balls 



Bi4-6 



Remarks: Notice that no point is awarded for a throw not 

caught. Emphasis is on a catchable throw, PD.ayer? 
should not cross dividing line when throvdng or catch- 



ing ball. 
Prisoner's Ball 



0 



Players; 12-20 per team 
Skills: Throwing and catching 
Equipment: one playground ball per game 



Area: a court 



lollies : 
1. 



f 



n 



r 

V ) 



T K I 



.1 Mr: 

0) 



1 



Divide group into two teams, each team on own court. 
Neutral ground is between the two courts. Each team 
has a prison on the side of its court. 



2. Have players use numbers instead of names, so players 
should number off consecutively until all are numbered, 
ball is started by a player on one team who calls a number 
of a player on the opposite team and throws ball across 
neutral ground into opponent's court. Opponents must 
catch ball before it hits ground in their court, or plavor 
whose number vms called must go into his own prison. 

3. Allov^ player on team to catch ball, if it is caught, thr.t 
catcher calls an opponent's number and throws it into 
opponent's court. 

Ii. Any team may free a prisoner by calling '^prisoner number" 
as ball is thrown into opponent's court. If ball is not 
caught by opponents, the prisoner may return to own tear. 

5. Call ball landing in neutral ground dead, team opposite 
throvier recovers ball, 

6. Continue for three to five minutes. At end of tliis time, 
team having the fevrest of its players in prison wi.i^. 

li. Bat and Run 



Skill game for tv?o groups : 12 or fewer 

Skills: To bat ball with the hand, to catch a ball, and co run 

base and return to base line 
^equipment: one playground ball per game 



Grade 
Stress 



Hand Equipment - Balls 



Rules: 



1. Have one team^ batters ^ stand behind base line of court. 
Other team, fielders, stand around court area but not in 
the half between base line and center line. 

2. Have first batter stand behind base line and bat ball 
with hand. Ball must land within court area to be fair. 
Batter then runs around center base and returns to base 
line. 

3. Have fielders try to get ball, run, and touch base line 
br-fore batter returns. If fielder succeeds in doing 
thi^, batter is out, 

K'ave teams change places after all batters have had a 
turn. If batter gets home first, one point is scored 
for the toa;i. 



5. Hit One, Hit All 



Equipment: Yarn ball or Sockball 
Play court: gym 



This game works best if there are enough or almost enough balls 
for each player. 



Rules: 



1. Scatter balls about and inside playing area, players 
lined up on sideline. 

2, Call, '^Get a ball, one, two, throe, throwl^' Players 
run, get one ball, and get ready to ^Dlay on tli^ v;ord, 
Hhrow!" 



3. Any player may run, dodge, and throw any^rhere v;ithin 
boundary lines, until he is hit on a fly by ball. When 
hit, he drops ball and leaves game, going over to c'ldo- 
line, 

I4. Any player may only have one ball in his hand at a time, 

5. Tne game soon gets down to just a few players and then 
do^m to tvio. V/inner is only player left in game. A new 
game is then started. 
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Hand Equipment • Balls 



Variations : 

(1) have hit count only below v;aist, 

(2) Have hit count only when hit on back. Game ends with 
last two players for they would not be able to hit each 
others back. 

(3) Girls throw at boys, boys throw at girls. 
Bowling Relay 

Players: 8 bowlers - 1 pin boy (fewer bowlers may be used) 
Equipment: 1 duck pin - 1 softball each team 
Distance: 30 ft, from foul line to pin 
OiTicials: Foul line judge is also starter 
1 score keeper each team 



Helay - Have bowlers roll 1 ball in rotation and con- 
tinue until pin is knocked dom 8 times. Bowler goes to 
end of line for next t^rn. Pin boy resets pin and rolls 
ball back» 

Foul Line - Say that if bowler steps on or over line, 
ball does not count and bowler also loses turn. Judge 
may stop action with whistle and declare ruling. Play 
resxmes on next whistle. 

Pin Boy - Mzst roll ball back, not interfere with 
opponents pin or ball, and pass in back of opponents pin 
to retrieve own ball. Judge may disqualify team if, in 
his opinion, interference is deliberate. 

Ricochet - Say that if ricochet from o^,:j\ pin knocks do;m 
opponents pin, it scores for opponent toward his knock- 
downs, 

Thro^^ and Stoop 

Players: Eight per team (prijnary grades use less) 
Equipment: Volleyball (6" ball for primaries) 
Formation: Place players on marks five feet apart, (Harks 
should be lines made one foot long. 



0 


0 


0 


0 


0 


0 0 


0 


X 


X 


X 


X 


X 


X X 


X 


,yl 


//2 


B 




//^^ 


//6 in 


#8 
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Rules : 
1. 

2. 

3. 



Grade 
Stress 



Hand Equipnent Sails 



Rules : 

Have players frZ-^ilb stand in a single file behind the 
starting line facing //I who is in front of the first 
mark* VJhen the starting signal is given, ifl throws the 
ball to #2> #2 returns the ball to {fl and #2 stoops 
close to the ground, ifl then throws the ball over the 
head of 1^2 to #3 who likewise return tlirows the ball to 
rfl. #3 then also stoops. This procedure is kept up 
until fl^ receives the ball from ^1. does not return 
the ball to ifly but instead runs to the right to the 
front of the file and replaces #1; meanv/hile all the 
other players have moved back one space. The relay 
continues until #1 gets back to his original position in 
front of the starting line^ Should a player miss the 
ball for any reason, he must retrieve ball and then go 
back to his mark before throwing it to next player to 
whom it is to go. Should ;/8 miss the ball he rnust first 
retrieve it and then go to his mark at end of file before 
ninning to head of file v;ith ball. The race is over v;hen 
ifl returns to the front and touches his throwing line. 



Playing; Regulations 



1* A rubber ball is the regulation ball. 



2, Players should not go through another team to retrieve 
a missed ball* If a player does, his team shall be 
disqualified, 

3. ?/8 players who have not touched their marks v:hile ball 
is in their possession must return and do so before 
starting to throvr ball, 

U. //8 players coming up left side must return and come up 
right side of team, 

5. In throv/ing a ball, one foot must be behind throwing line 
at all times • If done incorrectly, the official may 
request throw be repeated. If not repeated, team may be 
disqualified. The rear foot may come off the ground in 
the follow through. 

6. An attempt must be made to throv; ball from one player 
to another. Deliberate rolling will not be permitted 
and throv? must be repeated* 

7% All players must stoop behind their throwing lines, but 
may move to the side to avoid being hit with a throvm balL 

8, Ball must be thrown to fr2y not handed. 
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Grade 
Stre ss 



E{^>nd Equipment - Balls 



Pl;-6 8. Team Target 

Players: 8-1^ per team 

Equipraent: tlireo - ten balls, one different colored ball 

cage ball, or football (target) 
Area: gym or playground 
Formation: 

End Line End Line 

X ! 

0 X ! 

X i 



Rules: 

1» Have teams lined up side by side beyond own end line, 

each team starting with half of balls to be used. Target 
(different colored balls) placed on ground in center of 
play space. At signal, both teams throw their balls at 
target, trying to move it and keep it moving towards and 
over other team's end lino. No player may stop target 
going over his end lino except by knocking it out with a 
ball in play. All players must stay behind their end 
lines and may not retrieve balls dead in center. Balls 
which have stopped in the middle of play may be put in 
motion again by being knocked by another ball. All balls 
going out of bounds cannot be retrieved until point is 
made or there ai^e no balls left in play. VJhen either of 
these situations occur, all balls are retrieved, target 
is placed again in center, and game is restarted with 
balls evenly distributed between tJie tv;o teams. 

2. Any player v/ith ball may not svdtch places on end line 
in order to get in more favorable position to hit the 
moving target, but balls may be passed down the line to 
a playor nearer target. 

Hand Striking Games 



Blj~6 1 . Four Squares 

Players: per court 

iiquipiTiont: playground ball or plastic baJ.l — size varies vrith 

ability of pupils 
Court: Use marking at end of volleyball court 



X 
X 
X 
X 

X 
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Grade 
Stress 



Hand Equipment - Balls 



h 


3 




h 


3 


2 


1 

— 1 




2 


1 



Larger area may be used for less skilled player 

Object of GaTie: To advance to area "ii" and remain there as 
long as possible 



"iMlcs : 



1. 



2. 



Have one player in each squcxo, 1-k. The player in area 
h starts game by bouncing ball once; then strikes it vdtl- 
one or both hands directing its flight so that it bounces 
in any of the other 3 areas. The receivers must keep 
ball in play striking ball^ after it bounces once, to any 
of the other 3 areas. Play continues until one player 
fails to return ball or makes a fou].. A player vfho 
misses the ball or fouls must wove to area 1, while the 
other players advance numerically to the next square. 
For example; if 3 fouls, player 2 moves to 3, 1 moves 
to 2, 3 moves to 1 and h remains in place. 

Have extrL. players wait in line outside squai-e 1 until -i M 
playec fouls when using ^-6 players. The player fouling, 
goes out to the end of the line and the first in line 
goes to area 1. All others rotate numerically as 
explained. 
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?culs : 



1. Failing to return ball to another square 

2. Striking v/ith fist 

3. Causing ball to land on any line 
I|. Returning ball before it bounces 

5« Allowing ball to bounce more than once 

6. Allowing ball to touch any part of body except hands 

.{omarks: This ga:ne may be adapted for use in the priiaary grader 
by enlarging the court allovang children to toss and 
catch. Rules may be modified. 
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Grade 
Stress 



4a nd Equipment - IBalls 



2 . Tetherball 



Players: The game is usually played one person against the 

other. It may be played with 2 members on each side, 
either alternating turns at the ball (as in table 
tennis) or hitting by opportunity (as in tennis). 

An unlimited number of players may be used to make 
tetherball a team game. Allow each member of the team 
a turn at hitting the ball. After that player hits the 
ball, he steps out of the circle allowing the next 
member to have his turn. The game, then is played as a 
continuous relay until completion. 
Equipment: Tetherball and 10 « pole. One end of the rope is 
attached to the top of the pole with a permanent 
non-swiveling hook. The ball is hung so that the top 
of the ball is 3 feet from the ground. The pole is 
marked at $ feet. 
Area: A circle 20' in diameter, divided into two playing zones 
and two neutral zones. 

Note: You may chose the clock method in laying out a 
court. Draw a straight line between 2 and 8 and between 
h and 10. This will accurately form the playing and 
neutral zones. 

Object of game: To wind the rope around the pole above the 5' 
mark until ball touches pole. The opponent 
attempts to wind ball in opposite direction. 

Rules: 

Put ball into play by first player hitting ball around 
pole. Opponent must let ball make an entire revolution 
before hitting it back in other direction. Game con- 
tinues until one player winds ball completely around 
pole, or a foul is committed. V/inner of previous game 
serves. 

Fculs: Any of these infractions will cost the player the gamo: 

1. Hitting the ball with any part of body other than han-^s 
or forearms 

2. Holding, throwing, or catching ball during game 

3. Touching rope or pole during play 

h. Playing ball while outside court limits or while in 
neutral zones 
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Dodrre ball Ormns 



ERIC 



Eodgc ball type gariec make up a raajor pra^t of the eLcrrratriry physical 
oducatiori procran. They ai^o vigorous, stirrulatinc, daiung and excitinc. 
Those i^ccx-o c::co\xvL{;c strategy and team pla;/ at a level easily conprehcnded 
by the pi aye re . 

Dodcc ball c^rip:cc need cone special safety considerations* 

1, TV.o players should be coached to stop i:i-r.Gdiately ;rhen the \:histlc 
blo'.rs. A player p.ay bo do;:n, or soi\e other safety har^ai^d needs 



2. Pnr.cCGSGv^iy roughness ::raDt be ccntrollod. 

3. Childi^cin should rer.ove glasses^ or \jerj" ^lass guards. 
i|. Thro^'inr; should be belov: the shoulder or vfaist. 

5. A soft nissilo should be used» 



6. Restraining lines for the thro'.^er should be observed. Lino re- 
strictions are there for a purpose. 

7. Vicious and punishir.j throv;ing rxist bo controlled. 



T^'Pc^j of frames and Annroy^iate Orade levels 



A. :.o-Goal Type 

1. Ti/^ors r::nd Hunters 
7i . Balance Ijodrc 
3 . Spud 
J.. Cra.cUabcu': 

B. Circle T;:pc 

1. r.oll DcdEO 

2, E::chanEe Dodge 
3 . Add on Dcdge 
I'.. Tear; Dodge 

^i. General and His lien 
Broncho Dodge 
Br 'Me P-cVo 



Grade Level 



I X X 
! X 



I X 



X ] ): , X ! 



X : X i V j 



X ■ X X 



X i ; 



I ! 
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C« Coui'^t Type 

1. Bonbs Am ay 

2. Line Dodge Ball 

3. Bcnbardment 

h* Three Tean Dodge 

5* German Dodge 

6. Greok Dodge 



Grade 


Level 




1 


2 


3 


l4 


$ 


O 






X 


X 


X 


1 
1 

J 

X 1 






X 


X 


X 


X 








X 


X 


X 








X 


X 


X 








X 


X 


X 








X 


X 


X 



'^o Goal Dodge Oall 

Type : Very active 
Space: Court or cyn 
Grade Level: l'-3 

Equipr.ent: 2 large playground balls or volleyballc or plastic large balls 

This garrio is a dodge ball gar»e that requires little skill v:ith plenty 
of noving around space for the dodgers. It is quite informal and is a 
good gar.e for 1st and 2nd graders - 

The play space is a jungle^ two players are hunters, the rest are 
tigers. The two hunters carry cannon balls (large playground or plastic 
balls). 

The garie starts vrith the teacher's counting up to three as the tigers 
move freely in the play area while the hunters stand still. On the word 
''Three the hunters chase after and try to throvr the cannon ball at a 
tiger. The tigers may run 3ny\/here in the jungle and the hunters nay do 
the sarie. 

VJhen a tiger is hit or runs into a ball he sits dovm right at that 
spot and folds his hands and knees as he uatches the rest play. The gar.e 
ends after a minute (or less) of play. The hunters count their 'Mead 
tigers" then choose nevj hunters for the next turn. Three turns usually 
are enough of this game for it is very active. 

Playing Area: Playground or gymnasiun 
Players: E^^tire class 

Equipr.ent: Cno ball for each rhild ^'ho i 
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■'■^lldren are c^^.attercd over "uho 
.CO ch: .dren 1 ave a ball -'^nd arc ^ 



'it. 
^ea. Cue 



Chil, 
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Safety Precautions: 

a. This is probably the fastest and nost popular ball game not 
requiring teans. Players nust be cautioned to keep heads up, eyes open, 
and control speed of their running v;hen moving to avoid being hit, or 
when going after a loose ball, 

b. If large group is participating, better to divide into smaller 
groups and rotate chances to play* 

c. Because the game is so fast, only one ball is recommended. 



CIRCLE TYPE DODGE BALL 

Roll DodRe Ban. 

Playing Area: Playground or gym 

No. of Players; 20-140, divided into t\io teams. 

Equipment: 2 volleyballs or rubber playground balls 

One-half the children form a circle and the other half are in the 
center. Tv:o balls are given to the circle pla^/ers. The circle players 
roll the balls at the feet and shoos of the center players trying to 
hit then. The center players move around to dodge the balls. \Ihen a 
center player is hit, he leaves the circle. After a time teams rotate. 

Teaciiing Suggestion: Be sure to h^.ve practice in rolling a ball 
first. Balls uhich stop in the center are 'Mcad^' and must be taken 
back to the circle before being put into pla^^ It is best to have the 
person ;;ho recovers a ball roll it to one of his tearrjnates rather than 
to have bin return to his place uith the ball. 

Exchanr^G Dodge Ball 

Playing ^^rea: Playground or gyn 
No. of Players: 12-20 
Equipment: Volleyball or i^ubber play- 
ground ball 

Children form a circle v/ith one child, 
^'Itj'' in the center. The children are number- 
ed off by four's or fivers in such a v;ay that 
there are 3 or ii children viho have the same 
number. The center player also has a nuriber 
\mich he uses when he is not '^It*" 

The center player has a ball which he places tt his feet. He calls 
a number, pick6' up the ball, and tries to hit one of the children v/ho 
are exchanging places. VJhen a number is called, all children Kith that 
number exchange places. The center player remains ''It'^ until he can hit 
one of the childi^en below the vraist. 

Variation: Use animal names instead of nur.bers. 



. Q V ^^^^ ^- 



3\ 'J 



V 



i 
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Add On Dodge Ball 

No, of Players: Entire class^ or small groups O j^^^^ O 

Type : Semi- active y^'Q' \f 

Equipment: Circle on v:hich to stand 7 ' 

Dodge ball for each circle A , <f 

Formation: Single circle facing invrard %p '^fS 

One player stands in the middle of the circle 
and is knovm as dodger #1. Ciitside players try to 

hit him dodge ball style belov: the ohoulder. The player vjho hite 
him joins him in the center and is dodger /r2. The game continues^ and 
uhen one is hit, dodger if3 enters the cii^cle. IJhen plaj'cr Ifk is to go 
in all action stops V7hile dodgers /fl, 2y and 3 leave the circle. Dodger 
ifh becomes dodger //I and the game continues as before. 

Note! This game gives the skillful player a chance to be in the 
ga;':e irjrediately. ;iso as norc go into the circle the chance to hit 
someone increases . 



Team Dodge Ball 

Grade Level : 3-6 
No. of Players: 10-30 
Equipment- 1 playground ball 
Formation: Single circle 



Children count off by tv/o's, forming tv/o teams. One team m.akes up 
the circle and the other team stands inside it. Circle teapi attempts 
to hit players in the middle of the circle uith ball. Only hits belov: 
the uaist counts Play for a specified time limit (tvjo to four minutes), 
then tuo teai^is change places* Team hitting most players wins. 



Variations : 



a. Play until all of one team hit^ then teams change places. 

b. Allow certain number of throws (20-30), Team hitting most 
players v;ins. 

c. Tiro balls used. 

d. Ball kicked instead of thrciai. 



The General and His Ken 

No. of Players: Entire class (into 2 tca::s) 
Type : Semi- active 
Equiprient: dodge ball per circle 
Formation: Ti:o tca'^iS on o\.ti circle 21i^ to 30' 



Each team sends three of its players into the encri;j;'s c"ixcle, a 
General and his t::o men (or girls). One player is knoun as the General. 

Each team has a dodge ball, and at a given signal the players on 
the circle try to hit the army vrithin the circle. 

The General in each circle tries to v;ai^d off the ball i:ith his 
hands, feot^ or bjdy to keep his men from beitig hit; he may not catch 
the ball. The men try to dodge the ball:: throv-: at t' -m; ii hit that 
p2 ':y^jr is eliminated -:nd r? burns to his ".'n ci^ 1 e . he c"^:;clo pUyers 
v,:-' recovr-.r the ':all :;ithin ".-.o c:. ,';le5 but rxo/. ret-. ;n to i he c:*r *:lo 
1: '.i to '..rovj i. ; or nay pa^.s it c to c. :earj'. v:h- chc ^. Scirow. ..t 
tr ^ onery . ^ . 



The first cix^cle to eliminate the enerry's tv;o men vrins that gaiae. 
This does not mean getting the General. 



*Jhen the gam is over^ the General {^oes back to his own circle* 
The raen and the General each choose a neu pla;^'er to repla:e him. Be 
sure to tell Kho is the Gena^al and vho are the soldiers. And a neu 
ga;ie begins. 

Remarko: Use the skills of thi^o^,:ingj passing, and strategy,., 
don^t try to burn a hole in the General to get to his men. Because 
of the closeness of players IJG SIDE AIUI TMROUS ARE TO BE ALLOlffiD. 




Broncho Dodge Ball 




Playing Area; Playground, gyianasium 
No. of Players: lC-15 
Equipment: Volleyball or rubber play- 
ground ball 

One-lialf the children form a circle 
r,bout ten yards across. These are the 
throvjers. The other children are in the 
center and form a broncho, made by the 
children standing in file formation, each \nXh hands placed -n 
of the child ii^raediately in front. The object of the game is t 
rear riember of the broncho v^ith the ball. This is the only chi 
May be legally hit. The broncho rioves around, protected by the 
at the head of the file. He, however, is not permitted to use 




the hips 
0 hit the 
Id vho 
child 
his hands, 



As soon as the child at the rear of the broncho is iiit, he leaves 
the circle, and the next child on the end becomes the target. If the 
broncho breaks during the maneuvering, all children to the rear of the 
break arc elirdnated. Exchange the circle and broncho players. 

Five or sx>: children nay be as many as can conveniently maneuver 
as a broncho, Have two bronchos in the center if the group is largo. 
Stress quick passing and throv;ing, as this is the k<^.y to reducing the 
number in the broncho. 



Battle Dodge Bali 

Playing Area: Playground, gj^nnas ium 

No, of Players; T\;o teans, 10-15 on each tean 

Equipment: TS:o volleyballs or rubber playground balls 
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The teanc forn one circle, each 
occupyinrj oae-half the circle. Play- 
ers on each teai'a are nunbcred co:i?ocutive- 
ly. For any one nunber, there is a 
plainer en each tean. Ti:o voUeyballs 
are ;)laced about 5 feet apai^t in the 
center ox the circle, one on each side 
of a center line i:hich scpai'^ates the 
teams fron each other. 



O 



o 



O O' 



O ' 

Oe 



The teacher calls out the nunber 
he chooses. The two players with the 
number run forv;ard, secure a ball, and 
try to hit the other. Players on the 
sides of the circle raay retrieve balls 
and throv; them to their teanmate in th^ 
center. Hov;ever, each competinf, player 
riusb stay in his half of the circle. 



The v^inning player scores a point for his teajn. Play for a certain 
nuribor of points or until each player has had a turn. 

Vai'iation: Call tv:o nunbers vliich neens that tv:o conpete against 
t\:o. Compete uatil one or both ar^c hit, 

CCURT DODGE BALL GAIES 



Boribs A:ray 



X X X 


0 0 


X X X 


0 

0 0 


"SlGv; Foots" 


"Egb' Heads" 



Playing Area: Court or gynnasiur. 
Tyi^^e: Active 

Equipriont: 2 large playground balls 
or plastic balls 

Ihc gar:e requires an area 
divided in Vialf by a center line. 
Each toaji has a half court as its o\pa. 

Group is divided into tv;o tcar:s ... X (Slei;-ioots) and 0 (Egg-heads). 

Each team has a '^super-dooper bor.b'^ (one ball per team. The play- 
ers with the ball start the dodge ball 2ar;e by one calling^ ^^G-ct ready," 
other one \rith ball ansv:ers, "Got set: and first calls, "Go]" and the 
gano straits. 

Each side tries to throv; its bonb to hit an enemy pla^/er on a fly, 
bouncer or roller. To be safe a player nust catch or dodge any ball 
near hin. \Ihon a player is hit or fui^.bles the c'aught ball "he is "dead" 
from the bcnb and becorr.es a ghost and retires to the side line to ^rait 
the next gar.e* The gane continues until one side outnunbers the other 
or is dovm to the last nan. 

A player is considered hit v;hen hit by ball below the shoulders* 
cVops a funbled ball that di^ops to the ground; crosses the division 
line in the center of the gar.e. 



Children enjoy this gajie and ^.-ill play and replar- it. A third ba"^. 1 
can bo introduced to speed up the g^r.e. 
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Graclo Level: 3--^ 
No, of Playei-s; LO-30 
Equipment: 1 playground ball 
Formation: See diagram 



0 0 0 
0 

0 0 0 
0 



Class divided into tvro tearas. One tean splits up on ti:o lines 
facing othei^ team standing in niddle* Outside team given three to five 
nitmtes to see how many of the raiddle teara they can hit. T^jo teans 
change places. Team hitiing the most pla^^era vrins* Only hits waist 
and belov; count. T^vo balls nay be used. 

3. Dombai^dj :ent 

Grade Level: i|-6 
No. of Pla:^ersi 6-20 
Equipment: 1-2 playground balls 
Formation: See diagram 






0 


0 


X 


0 


0 0 




0 


0 



T\:o te^ims^ each in its cnm half of the playing -irea, GDr:c consistr 
of throwing the ball (s) back and forth bet':eon tht, two teams, trying to 
hit each other. Player is cut and leaves the game if: 

a, hit by the ball before it bounces. 

b, throws a ball and is caugl^it and held by an opposing player be- 
fore It bcuncoG. 

c, he attciipts to ca^ch a ball on the fly and drops it. 

Any ball first touching the ground or wall nay be pickoi up and 
thro^m, Play for a specified time limit or until all one team has been 
put out. 

Note: Players may i^un or vralk with the ball^ bu+ they laay not 
cross over the line. 

BQmbardir.ent With P^ims 

Playing Area: Dodge court, gymnasium 
Typo : Tjam gar.e 

Equipment: Four or more duck pins (or ten pins/Indian clubs) per team, 

Sevei^al balls per team (playground balls). 
Skills: To tlirow, to cat.h, to intercept, to hit a pin 
Object: To knock dovm the opponent's pins 

Bach team scatters about its o\n half of the courts Some players 
may act as guards in front of the pins. 

Each team has several balls. The type throi? to be used during the 
game is discussed before the game begins, i.e., all balls must be roll- 
ed, or only an under hand throw, o'/ over liand throv/, etc, 

On si^jnal to start players may thro;; th'jir balls at the clubs from 
anyi/hore in their owti half of the cour' . 

Opposing players may catch the balls or block thorn with any part of 
their bodies. If in guardirig a player accidentiy knor.<s over his ovm 
pxTi, the ; in nuro sta;;,' down and covnts f ; the :pponr :t. 
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The tean knocking all the opponent's pins first vrins the game, or 
if tlrr^e is used, the team knocking do^.m the inost clubs in the designated 
tine is the winner. 

Strategy is needed in this ga/r.e. The ability to ricochet the ball 
off the vrall wiJ.l aid in knocking over the pins. A quick follow up of 
balls throvm at one certain pin is also strategy. 




and' 31ue^') 

Grade Level: l|-6 

No- of Players: 12-30 

Equipnent: 1 pi.:iyground ball 

Formation: Play area divided into 3 coui^t;; 



" and ' 


Red, ;;h 


ite, 

■ ' ■" ' 








Tean 


Tean 


Te am 


1 


2 


3 



Gar.e has three playing periods, thjree to five minutes each. Each 
tean changes coui^ts at the end of each period. Each team tries to hit 
members of tean in next court. Hiddle tean may throv; at either end 
tean. A player is out cnly if hit by the ball before it bounc es. Any 
ball touching the ground nay be picked up and thr'own. 
is hit^ shoulders or belov;, he vrithdraws from the gam.e 
each period, the number of players hit from each te?.m, 
Then all players rejoin the gcime for the next period, 
lovjest score (least hit in three periods) wins. 



VJhen any'player 
At the end of 
is its scoi^e. 
Tean v;ith the 



6. German Dodge Ball 




Players: Two teams 

Equipment: Two large playground or 

volieyballs 
Type: Active 

Formation: C^.ii side of court 



V 



A 



T\:o equal teams, X and 0. Tean ][ 
tries to hit opponent 0 by thro\:ing the 

ball and hitting hin below the shoulders. A ball hitting opponent in 
the head or a ball caught does not make a prisoner of that opponent • 



Teapi X throws fron their side of coui^t and tries to hit a Team 0 
p.ember. '.Jhon hit. Team 0 person becomes a prisoner and goes behind 
Tean X in that prison. Teaji 0 in the meantime tries to throw and hit 
Tean X to put thon in prison too. The gr.^.e can be pi lyed -5 
or \;:itil one teem has all or r^ost call of ':he opv-onent :^ 



in p- 



ainst tir.e 
ison. 



IIG 



0> 



XT 



4 ^c?>V 
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Greek Dodge Ball 
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Players: two teams, 10 players each 

Equipment: one rubber volleyball and a marked court 

Type : Active 

Formation: Play area divided into tvjo courts vith end zones 

I. Object of Gajne — For end players and center players of Team A to hit center 
players of teaia Bj end players and center players of team B to hit center 
players of team A. At start of game, eight of these players shall be ^^center" 
players and two shall be ^'end" players. 



II. 71me 

A. 

f. 



B, 



Game shall terminate at end of 5 mini or when all center players of either 
team have been hitt Team which has greatedb number of center players re- 
maining at expiration of time shall bo winner of that game* In tournament 
pl'^y, team v^hich wins two out of three games shall be winner. 

In case both teams have equal number of center players left at expiration 
of tiir.e for a game, a one-minute :est period shall be taken and game re- 
sumed with all players in same position and ball in possession ay at ex- 
piration of tijae. First team to score a hit on other shall be winner. 

II I ♦ Playing the Game 

At Start--An end player of team whose captain wins toss of coin shall have 
ball to start game, other team shall have choice of court. Team which 
had ball to start first game shall start third game, if necessary to play 
three games, 

B. How Game is Playod--All players have opportunity to be a center player 
during course of game. VJhen a center player is hit, he is permanently 
"retired" and finishes game as an end player in end zonet 

1. Center players 

a. Dodge ball or attempt to catch ball. 

b. Catch and hold ball to be considered a catch. 

c. After catching ball, center player may throw ball at opposing 
center players* 

d. Fumble by center player on a clear throw by an opponent (i.e., 
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ball touches ground, in or out of the court, following such an 

attempted catch), counts player as hit. 
0. Pick up ball after a hit or bounce; carry ball up to safety line 

to throv;; pass to another player to thiowt If player receiving 

pass fumbles, that is not counted as a hit. 
f . Two or more center players hit by the same throw, only the first 

shall bo counted as hit- 

Count as hit any center player v;ho touches on or over any boundary 
line with any part of the body, 
h. Return ball to proper enders if center players roach ovnr any 
side or end line to retrieve a ball- 

2. End players (enders) 

a» Recover balls outside of center court anywhere on their half of 

an imaginary extension of center line* 
ho Must be behind his end line before and after throwing ball at 

oppo.-^ing center players, 
c. May not reach into center court to secure a ball* For violation, 

official shall award ball to opposing center players- 

3« Scoring of Hits 

a. A ball thrown by an opposing player contacting any part of a center 

player's body or clothes and hitting the ground 
b» A center player stepping on or touching boundary line or ground 

over it vdth any part of his body^ 

h* Scoring of the Game 

Number of center players a team hao left at the termination of a 
game shall be tho score for that team for that game. 

5» Remarks 

a. VJhon hit, center player leaves court at nearest side line. Ender 
#1 rotates to center player as this center player enters the zone. 
Same rule applies for ender After two rotations, all hit 
center players become permanent enders- 

b. Clear throw is one in which ball has not touched grounds A thro^.r* 
ball v;hich has touched the ground is not a clear throw and there- 
fore can be caught without danger of being called a hit, 

(1) Hit is scored when a ^'fly^' ball touches a center player^ 
dropping to the ground or passing out of bounds. 

(2) V/hen center player is hit by a fly ball throivn by an opponent 
and the ball is caught by a teammate before touching ground, 
it is not considered a hit, 

c» Responsibility of an end player who recovers a ball out of bounds 
is to sec that bc?ll is speedily put into play and in doing so, may 
carry it or throw it to a teaiTimate end player. 
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d« If a team is ahead and employs any doliberato stalling tactics so 
that tine will rim out^ referee should award ball to nearest 
opposing player and should take time out, if necessary, while ball 
is recovered- 

e» If ball throvfii by center player rebounds back to center player 
off of a fence or spectator, ball belongs to end player. If bail 
rebounds off of an ender, ball belongs to center player • 
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RETRIEVE DODGEBALL 



Retriever 
Territory 



Sideline 







X 


X X 






0 


0 0 








X 














0 








X 


X X 






0 


0 0 








X 














0 




t 

i 


X 


X X 






0 


0 0 







3 

a 

H 
O 



Retriever 
Territory- 



Game - - - Dodge type elimination 

Equipment - (Tr/o or three) 6 in, or ? in, partially deflated p layf^round balls . 

Rules - - - You may catch ball or dodge it. 
No stepping over lines. 
Limit number of players. 

Start Any number of players. If class is large have two groups with one 

playing the other on the sideline. Play for time or complete 
elimination. 



Start with tv;o balls, one to each team, proceed as in greek dodge. 
If a person ge'^s hit they go to the retriever territory vjhich is 
directly behind their half of the court. One or two substitutes 
(changes) are allowed depending on hovr many retrievers you start 
vdth. The retriever may not throw at opponents but return the ball 
to their tear^jnates, The third ball can be added when players have 
mastered the game or when the insiders are reduced to six or less. 

This game allov;s for sneak attack" tactics as well as traditional 
dodge techniques. More action occurs with two balls. Use an exten- 
sion of lines when you get dovm to last four players. This makes 
the court smaller and game faster. 

You may add a fourth ball for slow groups (girls) if action slows 
down . 



Teach the ^' overarm^' throw. 




C . Ropes 
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1^:2 I^'^^^Qduction t£ Ropes 

Hcpo activities can be used in many noro ways than junping. Rope 
swinging^ rope stunts, exercising with ropes, rope climbing ^ rhythmic 
gymnastics and dance using rope are but a few of the ways i-ope may be 
lifted to enhance and reinforce phases of the physical education program. 

Ropo activities are primarily for developmental purposes and for 
group demonstrations. Rope jumping is an excellent means for doveloping 
OAidrrance, and it will also strengthen the feet and logs. Because it is 
such a physically demanding activity, it should be alternated with other 
activities, \vhen performing rope jumping for any length of time the class 
should be divided into groups, to allovj for alternate activity and rsst. 

Juirping rope contributes to the development of a child's strength, 
onduranco, coordination, rhythmic sense, and agility. 

Jumping rope gives a child a feeling of accomplishment* He has the 
satisfaction of jumping over a moving object and the opportunity to 
exercise judgment--when to run in, when to turn the rope, when to jump. 
As he masters increasingly difficult skills, the child gains a feeling of 
accomplishment . 

Jumping rope helpG the child in his relationships with others by 
contributing to his success in turning the rope carefully, coordinating 
his movements with those of the other turner, and sharing turns. 

Jumping rope is an activity which can be profitably enjoyed at all 
grade levels. The occasional boy who might consider it **sissy'^ needs only 
to be reminded that football players, track men, boxers, and other athletes 
.Include rope jumping in their training program. The skills involved reJige 
c.ll the way from a simple jump over a still rope to intricate skills which 
are a challenge to a professional athlete. 

Ropes may include Chinese jump rope, ^'magic rope^', tug -o -war, and #12 
sash cord for jumping. The jump ropes usually are cut in 8, ^y and 10 ft. 
iGi^gths for individual jumping. Long ropes are cut approximately l6 ft. in 
l?agth. 

To avoid fraying, knot and tape the ends or dip the ends in enamel paint. 
Jur iping Terms 

1. Skipping - Stand on right foot , hop on right foot and pass rope 
under feet, step on left foot, hop on left foot and pass rope under 
it. Repeat to right, then to left and so forth. Skipping can be 
done either in place or mo\dng. 

2. Running - Step over rope each time it comes around; first with 
right foot and then \ijith left vjith no hop in bet\;een then two steps. 
This is usually done while moving but it can bo done in place. 

12? 



3. Single Jump - Placo both feet together. The rope is jumped with no 
hop in betv;een, 

k» Double Jump - There are usually two jumps for each turn of the ropj 
v;ith one jump higher than the other # On hj.gher jump, rope passes 
under feet. This jump is usually done in most games. 

5. Backward Jumping and Skipping - Swing rope backward under feet. 
Any of the four jumps listed above may be done this way* 

6» Stepping - Jump over rope keeping same foot in front every jump. 
No rebound juitip. 



Grade 
Stress 



Hand Equipment'- Ropes 



Comments 



Initial Experience 



5K-1 



BK-J 
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It Form shapes with rope on floor j 

a. Using individual ropes | 

b. Using tug-of-war rope ! 

c. Using stretch (elastic) rope. I 

j 

2. Activities with rope on floor j 

a. Ualk it, run it, hop it, jump fon^;ard, backv^ardJ 



Use children' 
ideas as they 
become famili 
with rope. 



b. Jump over, in and out of rope on floor. 
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Have children 
I bend knees 
i before jump 
j and Sifter 
j landing. 



^Hand Equipment - Ropos 
Hop (jump the brook) 



d. Jump over many ropes spaced on floor, landing 
on both feet at the end. 



Corjn3nts 



e* Use rope to play "horses^' - v;alk, trot, gallop, -r^m, 
turn stop, etc* 



o 



Individual JRope Imitations 

a. Use rope like a cowboy, lariat, 

b. Spin rope, like a covboy spins 
it on ground; junp over the 
rope. ^ . - 

c. Make a mountain with the rope 

(l) Hop up the mountain and down, (Hop up 
into loop on one foot, ^ihange feet and 
hop down the inside of rope.) 



/ 



Have all ru^i 
in same 
direction. 



Allow plenty 
of room for a 
rope- swincinc 
stunts. 
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Grade j 
Stress I 



Hand Equipr>ont - Ropes 



Ccmnonts 



(2) Jump over the mountain (stand at the 
open end of the rope, swing arms back 
and forth, then jump over the loop 
end, land lightly with knees bent). 



; Rope Imitations 

Serpent jump, jump in and out of ropo on 
floor. 

Snake jump, turner snakes the rope while 
jumper dodges the rope. 




Jump the shot, 
ring tied on 



a ropo that has a deck tennis 



Require the 
jumper to timo 
his jump • 



o 

-7^ 
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Grade 
Stress 



ERIC 



[Innd Equipnent - Ropos 

d. Jump a stationary rope circle; 

(1) Jump in and out of circle. 

(2) Hop in and out of circle. 

(3) Jump around the circle, once^ tv^ice 
• • • « hop around circle . 



C) 

V 



(h) As boys jump into circle, all girlf 
jump out of circle, etc. 



A 



-it 



e. Jump " cradles 'j 
Small Single Rope 

Any of the methods and stunts can bo done on a 
total score basis or total number of jumps per 
time period, 

a. Hold rope ends in each hand v?hen learning 
to jump» Swjjag rope under legs backward 
and xorv;ardj jt'Jmpj run or gallop in 
rhythm and style • 
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Comments 



Tug-of-v;ar 
rope makes a 
good large 
circle. 



Magic rope car. 
be used* 



One rope per 
child 



Rope jumpitii 
is an individ- 
ual skil]. . 
Grade stress 
may be ignorec- 
in favor of 
individual 
progress . 



Hand Equip-n^^nb - Ropes 
b. Use a hoop instead of a rope< 

Jump on both feet turning rope f onward. 

d* Jump on both feet turning rope backward. 

Ot Hop on the domirant foot vihile turning 
rope forward; reverse feet, 

f . Hep on the dominont foot while turning 
rope backivardi reverse feet. 

g* JuiTip^ alternating feet turning rope 
either forviard or baclward. 

h. Run or skip rope that is turned either 
foiv^ard or backv/ard, 

i. Do cross overs vjith rope turning forward 
or backi;ard. 

j . Stiff Leg Kicked Forward - Flayor kicks 
the other leg straight out in front of 
hin between each Jvjnp 

Stiff Log Kicked Back;^ard - Do as above 
except that the leg is kicked back;;ard 

kt Clap Hands - Hit hands together each time 
rope is turned. 

1. Feot Together and Apart - Place feet 
together for first jump and apart for 
second jump^ etc. 

Notei Most of one stunts listed above can be 
done with tv/o jumpers each turning one 
end cf rope vith their outside hand 
whil^ .heir inside hands are joined. 

One Long Rope 

a, JuiTip rope slowly swinging back and forth 
with cradling motion, 

b. Jump with feet together starting vjith a 
still rope, 

c* Front Door 



Comments 



Some child. 
find more 
success using 
a backward turn 

Loarn to ir'.t""^- 
the ropa - 
Common fault 
is pulling the 
rope. 



Hr.ve chij.Oror 
devise own 
novolty 3'x:iip;i 
and stant3. 



Practice for 

vr.ifori 
sv?ing. 



vr.iforn^eveii 



1, Rope is tiu^ned toward D.in:: of jumpers. 
As ropfj hits gro^vid t'-^ j fii^st person 
runs fc^rv c^.rd and ruiia \nc3r 1 .pe b'. -. jr-3 
it cone^; around ngain, v/'^s r.- r>und 
turner aivi 2oeo o en J of l:L;*u. 



Grade 
Stress 



1,-6 
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Hand Equipr.ont - Ropes 



Comments 



2. As rope hits ground, jumper runs in, 
thon jumps over rope once as it comes 
around and runs out. On next turn, 
Jumper jumps two times, on next, three 
times and so on» Anyone who misses 
must start over with one jump, 

d. Back Door. Rope is turned avay from line 

of jumpers. First try just running through, 
then add a jump each time as in Front Door, 

e. Run in front door, jump once^ and run out 
back door, 

f. Run in back door, jump once^ and run out 
front door, 

g. Repeat 0 and f jumpinfj five or 
more times before going out. 

h. Jump on right foot, left foot or alter- 
nating feet after getting in, 

i. Hun in v/hile rope is turning in either 
direction and jump with hands being placed 
in some unusual position such as on hips, 
over head, sidGv;ays, etc. 

j. Use different vjays of jumping, such as 
crossed feet, the rocker stop, etc. 

7. One Long Rope and One Short Rope 

a* Stand in vdth both ropes still and then, 
with both ropes turning in unison, jump 
both ropes* 

b. Turn short rope and run through long 
turning rope. 

c. Turn long rope vis jumper runs in while 
jumping a short rope and continues to 
jump both. 

d. Do same as the above except that jumper 
after a certain number of jurips goes 
out other side, ^ . , 



x 



\ 
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/V 



\1 



Timing of 
swing most 
important 



High degree o1 
difficulty 



Grade 
Stress 



•Hand Equipment - Hopes 



8. Juniping with Partners on One Ropo 

a. Have partners face each other, one person 
turning* 

b. Have partners face in saine direction^ 

c. Have partners side by side, ropo held in 
outside hand. 



"r 



Comments 



Excellent for 
coord inatirij'; 
movements of 
two people 



dr Partners side by side, facing opposite 
directions, inside elbow hooked, rope 
held in outside hand 

c. Partners back to back. Each holds a 
ropo end in right hand. 

f . Children can make up their own ^'doubles^' 
combinations* 



9, Tvro Ropes 

a. Cross Roads or Egg Boater 

Cross tv;o long ropes at the center. Loth 
ropes are turned in same direction. 

b. Couble Dutch 

Have ropes of same length. Turners move 
their arms in an inv;ard circle. (Toward 
the body) Rope nearest jumper turns 
^'back door;^' other rope turns "front door'; 

c. Double Irish (Frenchies) 

Have turners move their arms in an outv.c?.rd 
circle (away from body) Rope nearest 
jumper turns ^'front door;'^ far rope turns 
"back doorV 

d. Long and Short 

Jumper turns and jumps a short rO;:e ;;hile 
jumping a long rope- 



Use many jump 
rope rhyn^: 
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Long and Short 17ith Three in the Middle 
Children will ^'concoct'' this stunt if 
you turn them loose to experiiaent. 



10. Rope Jumping Games 

a. . Jump thu Shot 

Have the players form a circle, v;ith room for jumping 
between them. Player counted out to be "if' stands in tJiC 
center with a 1^ foot rope, at whoso end a weight is tied, 
and swings it in a circle until it reaches the flayers and 
is moving close to the ground. Each player must jump it 
as it passes. If rope or weight touches a player, he is 
eliminated. The speed of rope may be changed at will. 
The "it^' may stand, sit or lie on floor for his s^;inging. 
V/eight may be a bag of beans, an old shoe or the like. 

b. Building a House or High-Low Vfetor 

Hold a long rope still an inch or so from the ground. 
One at a time children jump over rope and return to end 
of line. Rope is then raised a little higher and they 
all try it again. Anyone who misses must drop out. This 
continues until there is only one person left. Ho is 
^'the ovmer*' of house. 

c. Rock the Baby 

Rope swings about four inches above ground; player 
jumps from side to side until he misses. 

d. Gross the Creek 

Run through without jumping or being touched by rope - 
that is, jumpers must got over creek without getting wet. 
Players go through separately, until only one is left who 
has not missed. 

e. Salt, Mustard, Vinegar, Pepper 

Ron in, and when all are in say, "Salt, Kustard, Pepper." 
At the word "Pepper," rope is gradually turned faster and 
faster, 

f . French Almond Rock 

Jump over the rope as it swings from side to side, saying 
the following rhyme: "Handy -pandy, sugary candy, French 
Almond Rock." Then rhyme is repeated while plcyers skip i.^ 
usual way. Then all crouch do\m while rope is turned ever 
their heads, to same rhyme. On last v;ord, "rock," players 
rise and rhyme is repeated for third time v;hile they skip. 

g. Keep The Kettle Boiling 

Several long jump ropes like the spokes of a wheel, all 
turning in the same direction » Lino up two teams single 
file on either side of wheel. The first person in eacli 
line runs into nearest turning rope, jumps once, runs to 
next, continuing in this manner around the circle. V.Tien 
he gets back to his ovm place he tags next person and 
goes to end of line. Anyone who :^assos mu.^t .^rcp ba:;k to 
1c.3t rope he jumped succes'.^fully and start again from there. 
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The first team to have all players back in place Kiiis, 
This game, of course, should not be played until all 
children in group are fairly proficient jumpers* 



Rope Jumping Jingles 

Doivn in the Valley 

1, Eoim in the valley vjhere the green grass grov:s 
There sat Nancy as pretty as a rosej 
She sang — she sang, 
She sang so sweet. 

Along cane Bunny and kissed her on the cheek; 
How many kisses did he give her in a v:eek? 
One, two, three, four (until jumper misses.) 



2. Teddy Bear, Toddy Bear 

Teddy bear, teddy bear, turn all around, 

Teddy bear, teddy bear, touch the ground 3 

Teddy bear, teddy bear, read the news, 

Teddy bear, teddy bear, shine your shoes 3 

Teddy bear, teddy bea: , go upstairs, 

T3ddy bear, teddy bear, say your prayers; 

Teddy bear, teddy boar, turn out the lights 

Teddy bear, teddy bear, say G-O-O-r-N-I-G-H-T 



3 > Cinderialla, dressed in yeller, 
Vfent dovmtovm bo meet her feller, 
Kow many kisses did he gi\^e her? 
One, tvjo, three, etc* 



I4. I like coffee, I like tea 

Uoi: nany boys are crazy for ne? 
One, tv;o, three, etc, 

5. Broad and butter 
Sugar and spice 

Hot: many boys think I am nice? 
One, tv;o, three, etc. 
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Chinese Jump Rope 



RuloG : 




Equipment 5 
Stunt #1: 

Stunt /)^3: 

Stunt /fk: 
Stunt ^Si 
Stunt #6: 



Have two players stand inside of loop and stretch elastic fairly 
tight about six inches off ground. Third player is jurriper, Chaira 
can be substituted for the end players, 

A 9* loop of ^i^" elastic. Can also be made of rubber bands tied 
together 

Three 02^ more 



Hep on left foot touch right to floor inside loop. Withdraw right 
foot but do not touch floor on outside. On next hop hook near side 
of loop with right foot and carry it over far side of loop and land 
on right foot. On next hop, bring right foot back. Loop will resuine 
original shape. 

Repeat - Right in middle, right out. Hook with right and land 
outside, return* 

Face same direction but on other side of loop repeat ^1 wi\.xi left 
foot. Repeat five tiines without missing. 

Face rope . Hop into loop with both feet and reboui^d out to originnl 
position. On next jump hook near side with both insteps and land 
on far side of loop. Loop will be crossed. Face one end of loop- 
Fix loop at ankles. Jump straight up rope will release and sprj'i;^;; 
back to original shape while jumper lands in middle. Jump out on 
both feet. Repeat three tines without a miss* 

Repeat ^3 on other side 

Repeat //3 on right foot 

Repeat /S^3 on left foot. On ^$ and follow procedure of ff3 to po:urI-, 
/;horo loop is crossed. Jump up and land straddle the loop. Jump 
into center and out. Repeat all. 
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D» Scooters 
Int roduction 

Scooters or gym dollies can be bought corjnercially or be made at homeo Home- 
made scooters can be constructed fron a discarded desk top braced with two 3^^ vide 
boardr^ on th'a bottom and a swivel, rubber caster fastened to each corner v:ith 
edges covered by pieces of discarded garden hose to act as safety bumpers. 

In gen>:.ralj scooters are used in a variety of relays which are performed in 
sitting, kneeling, or lying positions individually, or with a partner who either 
pushes or pulls the scooter with the other partner riding, 

1> Individual Relays 

a. Push with both hands (do not ride). 

b. Push with one handi 

c. Kneel on one knee, push with one foot* 

d. Sit backi"fard, push ;7ith 2 feet* 

e. 'Kneel or lay, push vdth 2 hands. 

r« Push vdth 2 hands, jump on, kneel and rida, 
g. Push with 2 hands, jump on prone and ride, 
T:, Partner Relays 

a* Sit cros-legged, push, hands on shoulders. 

b. Lie face dovm, pull with one hand grasp. 

c. Lie face down, push, holding both feot^ 
Lie on back, pull ;d.th one hand. 

e. Lis on back, pull ;iith one foot. 
Lie on back, push with both feet- 

g. Sit cross-legged, pull using jump rope. 

h. Use wheel barrow push, 

Ilr -'.e : Use relay linos to allovr children to take as many turns as possible v;ithin 
a given time* 
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Grade 
Stress 



BK-6 



3K-6 



EK-6 



BK-6 



Hgnd_ Equipnent - Cageball 



E. Cageball 
Initial Experience 

1 . Tactual 

a . Touch 

b. Feel 

c . Roll 

d. Pass 

e. Lift 

f . Push 

g. Kick 

2 . Body A\ rareness 

a. Push making the ball roll - hands, head, etc, 

b. Sit, kick the ball with feet, 

c. Volley the ball sitting with hands .and feet 
or standing using the hands. 

gye - hand Coordination 

1* Roll and/or push the ball around the circle to 
the left. Repeat, change direction of ball to 
right, 

2. Tap or bounce ball* 

3. Volley with hands, 
liye- f oot Coordination 

!• Kick the ball sitting across circle or stand. 
2, Dribble (crab soccer) 



Conunents 



Have children 
volley v;ith 
bent arms. 



Have children 
verbalize the 
direction as 
ball is passed* 



Have children 
kick v:ith 
knees bent% 



Gamo s 

1, Cageball Tap 



Players: V/hole Class 
E^j.^ipr.ent : Cageball 
?o/ nation: Scattered 

Oi 'ective: For IT to tap ar. many player : as p-;ssib!le 
oho ninutv . 



in 



Rules: 

!• Hands on ball IT counts to 3 before chasing players 
to start game, 

2. Any player tapped vjith ball leaves game and goes to 
penalty area, 

3. Count number of players tapped by IT at end of 
playing time. 

h. Continue game with a new IT. 

VJhistle Ball 

Same as described in ball section page 97 
Kick Over 

T\<o teams, face each other in parallel lines, try to push 
ball v;ith feet over opponents goal, mats placed behind for 
support • 

Elimination Dodge 

Players sit or stand on a circle with one group in the 
middle. After being hit, a player retires to the circle, 
\Jhen all players are eliminated, a nev; group goes into 
the center . 

Rotation Dodgeball 

Players: VJhole class 
Equipment : Cageball 

Formation: A playing circle with dividing line 
Objective: To eliminate 2 rotating center players 

Rules: 

1, Divide a circle of players equally in half < Number 
each half consecutively. Players number 1 from each 
half start the game as center players. 

2, Retain center player as dodger until hit with ball. 

3* Return that player when hit to his spot on circle next 
person on his left immediately takes his place as center 
player. 

h* Continue until last person on his side has had r. turn. 
Play pattern is then repeated. 

Four Push 

D:>^ide class into I4 teams. Each team ic behird its o\m 
restraining line n^anbercd consecutively. V.hen callod, that 
n^ '^^ber comes to center of rvm and places his hands on cag'^- 
b' -.1. C the v;ord ^»ro'' ea. ; plr -or trios to 'Ush b^ll o-.^- 
. :Ie of \ext y vfyr. -^ circl 

IhC 



Four i^iat Cageball . ; > . ,;-r-\ . 



/'V T\ ''^"^^ ^ 



Equipment: Cageball, i4 mats 

Formation: Mats form a square with each team sitting on 
its own mat 

Objective: To kick ball beyond back edge of an opposing 
team's mat 

Rules : 

1. Put ball into play by pushing irito center. 

2, Have hands on hips in contact with mat to hit a ball. 
A violation of this act takes one point away from the 
team's score- 

3« Score a point on each successful attempt. 

ii. Play game by time or score x^Lth team accumulatiiig most 
points winning. 

Team Target 

Same as described in ball section p. IO7 

Circle Soccer and Crab Soccer 



I\ o coops 

Scoops can bo used effectively with bean bags or bal]..^ to 
c'e/olop further eyo-hand coordination. The scoop beirg an 
extension of the hand provides o challenging experience Tor 
the chi],d. Scoops ir.ay be purchased cominercialiy or bf^ con- 
structed from plastic bleach bottles • I/ith some minor ir.od- 
ificaticno, tcacldre progressions for bean bag and ball skill-^ 
mjy be usod • 

^?^Hl4.:j-gj, for Individual s 

See Bean Bag Section p, 85 • 
A ctivities for Partners 

See Bean Bag Section p. 87. 

1* Throw and stoop p. 105 

2 . Bowling relay p , 105 

3. 2 square p» 100 
U» U square p. 107 

5. Prisoner Ball p. 103 

6. Dodgoball games p, 110 

7. Keep Away type games 

i^otc: Many throvdng and catch activities may bo adapted for 
use with scoops • 



ERIC 



Introduction 



Waiids are usually inado from broom sticks, although any hardwood dowel 
usee., haiids should be about }t to 39 inches in length and about 1 ih ir 
:.n diameter, ' 



Ugo 0. the wand in exercise is excellent in building strength and in r^^lrc - 
.:T:^:^*ne performer so that more natural movements are possible. The u.-md ma- bo 
.:C,'.o shouxder distance apart or at the ends, depending upon the movciaents. ^ Zrj,^ 
car .3 are usually more interested in performing an exercise vith which an obi^^-t 
13 used; honce ordinary movements take on new interest. 

^ aementary school children ar- especially enthusiastic about the use of 
vanas, ax though they may be used effectively at all school age levels. The 
o:.>rcise3 using wands should be taught in a large area witli a:T.ple <:pace betvce^r 
^lLac^unts. ihe exercises may be performed inside the gy^nnasium or outside ir the 
ijchcol yard. 

The following calisthenic exercises, stunts, games and relays are some of 
tac more Irequently performed movements using the wands • 



C? listhenic iibcercises 
1 



J"ic^nd Equipment - Wands 



Arm stretch 

Stand, grasp the wand in front of body at shoulder 
height. 

Keeping the elbows straight, lift the arms up over 
the head and back as far as possible. This 
is excellent stretch for the pectoral muscles. 

Side bending 

Stand, grasp the wand at the ends, arms stretched 
over head. 

Keep arms straight, bend the trunk to the right 
side, then to the left side. 

Trunk flexion and extension 

Stand, grasp the wand at the ends, arms straight 

in front of body.. 
Bend the trunk and touch the wand to the floor. 

Extend and hyperextend the trunk bending 

backv;ard as far as possible, arms straight 

and reaching upward and backward. 

Arm bonding and extending 

a. Stand, arms low in front of body, arms extended 
grasping wand at the ends. ^ 



Comcnts 



Use m:'asic vrlth 
^^li table 
cadence. Small 
muscle move- 
ments in 2/k <^ r 
I h/k timo. L£\v-e 
muscle bendin^;;, 
twisting aiid 
circling movo- 
ments in 3/ii 
time . 



Try wall ch'3rt^J 
at a rea chirrs 
station . 
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7. 



10, 



hno Equiment - Vfends 



b. 
c. 
d. 
e . 
f . 



Bend the arms bringing the wand to the chest, 
Extend the arms forward horizontally. 
Bend the arms bringing the wand to the chest. 
Extend the arms upward. 

Bend the arms bringing the wand to the chest e 
Extend the arms domward. 



V/and lift front^-to-^back 

Stand, grasp the wand in front of the body in a 
wide position. 

Lift the arms up over the head and down to the back; 
return to starting position. Try to keep the 
elbows straight. This is excellent for learn- 
ing dislocate shoulder movements on the uneven 
parallel bars. 

Trunk twistin^^ 

Stand J grasp the wand shoulder distance apart, 

arms horizontal. 
Hold the wand with arms straight, twist the trunk 

from side to side. 

Tuck sit-ups with wand 

Tuck sit, holding wand under the bent knees • 
Rock back and go to tuck lying; come to hook 

sitting, hold the wand under the bent knees* 

Kneeling trunk twist 

Kneel, knees about 13 inches apart, ' . 

wand held in back of shoulders, 
Tvdst the trunk and bend forward v \ 

touching the right end of the 

wand to the right side in front \ ^ ^ 

of right knee. Come to erect 
position and twist and bend to 
the left. 

Trunk twisting, wand in rear 
Stand, V£s\d over shoulders, hands 

grasping ends. 
Twist tiunk from side to side. 

Trunk circling 

Stand, hold onto the v;and at the ends. 
With arms held straight and extended: 

a. Bend the trunk forward, 

b. Lend the tinink to the right side* 

c. Bend the trunk backward, 

d. Dend the trunk to the left side. 
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Comm3nts 



Try for 

increased 

flexibility* 



Stress good 
body position. 



Orado 
Stress 



H^nd EquirTnent - Wands 



Coments 



BK-6 ) 11 • Back lean 

Kneel, legs apart at knees, heels together, arms 

over head holding onto the wend. 
Lean backward as far as possible and return. 

BL-6 12 , Half kneeling - side bending 

Kneel on right knee, left leg to the side, wand 

held over head, arms straight. 
Bounce over the left leg to counts 1, 2j stretch 
arms over head on count 3} change legs on 
count k* Reverse sides. 

BK-6 13 • V/oodchopper 

Stand, holding onto one end of the wand with both 
hands . 

Bring the wand up over the head and to one side, 
swing it downward to the floor as in a chopping 
movement without touching the floor with the wand 

m. Leg stretch 

Tuck sitting, wand held in both hands and wand under 
one foot* 

Stretch the log upward, holdin ito the wand with 
remains under extenied foe ; reverse the feet, 

15 • Squat wand circling 

Squat position, both hands on top of the vertical 
wand. 

a. Hold ontc tht wand, squat jump in a circle 
around thtj wand. 

b. Hold onto the wand, keeping arms straight and 
body in a side leaning position, run around 
the stick. 

l6. Trunk twist and bend 

Stand with fe^t apart, grasp ends of wand* 
Twist the body to the right as far as possible j 
try to touch the left end of the wand to the 
right toe; reverse the movement, 

1?. Sitting, trunk bending 

Sit with legs spread far apart, hands grasping wand 
in front of body. 



Remember to 
stretch the 
ham-strings. 



a . 



b. 



Bend the trunk forward, touching the right toe 

with the wand, then the left. 

Do the same movement in straddle standing 

position* 
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stress' 



Hc'^nd Equipnont - Wands 



18 • Wand swinging 

Stand, arms sideward horizontal, V/and in right 
hand, as if the wand were a continuation of 
the right hand, 
Swing the wand across front of the body and catch 
it with the left hand; reverse the movements 

19* V/and circling 

Stand, arms sideward horizontal, wand in right 
hand as if the wa:id were a continuation of 
the arm. 

Swing the wand in a coz^plete circle and then 
catch it with the left hand; reverse the 
movement. 

20* V/and swinging in rear 

Stand, arms sideward horizontal, wand in right 
hand. 

a. Swing the wand across the low back of the bodv 
and catch it with the left handj reverse the 
movement. 

b. Sv;ing the wand upward across the shoulders and 
catch it with the opposite hand. 

21. Trunk and arm bend 

Stand with feet apart, grasping 
the wand in front of body. 

a- Lift straight arms over head ' \ 
and bend elbows placing wand /.^ \^ 
at shoulder blades. ' 

b. Hold arm position, bend the ' 
trunk forward to right angle. " - 

c . Straighten trunk and extend 
arms upward over head. 

d. Return wand to front posi- 
tion. 

This may be varied by 
stretching the arms for- 
ward on the trunk bending. 

22. Squat thrust 
Squat sit, right hand on the 

floor, left hand on top of ; 

the vertical wand. J, 

Thinist the legs to the rear and !^ 

return to the squat posi- 1! 

tionj reverse the hand ' 
position and repeat. 



Comments 



i::^ siid oirr-l- 
ing, a 
major ott'^rj 
baton miyht be 
substituted. 
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Grade 
Stress 



Hand SquipTOnt -.^^^and3 



Conments 
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23c Billykin and wand 

Back lying, hands over head^ 
holding onto the ends of 
the vmnd, 

a. Bluing the feet up over the 

head into the ploughshear 

position^ feet placed ' " ' 

through the wand. ' ^ ' \ 

he Sit up^ vrand under the • " " 

knees. ', 
0. Roll back to ploughshear 

position, 
d. Disengage feet and return 

to original back lying 

position. 

2i|c V seat v/ith wand 

T^ick sit, wand under both feet, 

hands at end. 
Stretch legs upward into a V , . ■ . / 

seat balancing on the ■ 

buttocks. Return to 

hook sitt/ing. 

25* leg stretching and V-seat 

Tuck sitting, wand under one leg, held at the end: 

a. Stretch the right leg upv;ard, and return, 
bp Stretch the left leg upward, and return* 
c. Stretch both legs upward and return. 

^6, Knee lift 

Tiick sitting, wand under the knee, held at ends. 

Lift one leg extending the knee, then the other; 
and then both legs, holding the wand undor 
the knees throughout the MOve:nent. 

1. Stepping over the wand 

Stand, grip the wand at the ends in an over grip. 

a. Stop one foot over and then the other, ending 
v;ith the wand in back of the buttocks, Re- 
verse the movement by stepping one foot and 
then the other, cndinp with tJie wand in front 
of the body as at the starting position. 
Start with the hands in a v:ide position * ^^id 
gradually bring the hands closer together 
nake the movement more difficult, 
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Grade t 
Stress ! 



Hpnd Equipment .r V/ands 



Comments 



b. Step over tlie v/and v;ith one foot and then the 
other, and carry the wand up to over the head. 



JujTtping the wand 

Standj hold the v;and at the ends in an over grip. 

Jump twice in place and on the third juiTip, spring 
over the wand; repeat the two jujaps in placoj 
and jump over the wand back to starting 
position. 

Squat stepping over the v;and 

In squatting position, haj:ids at the ends of the 
wand. 

Remaining in squat position, climb over and back. 
Gradually bring the hands closer together as 
the movement is perfected. 

Crab v;alk 

"Crab v/alk'^ position; i.e.^ back to floor, wui^ht 

on hands and feet. 
Hold the wand in the hips by contracting the 

abdominal muscles, try to walk forward end 

backv^ard. 

Ankle toss 

Tuck sit, wand at the ankles. ' - ' 

Extend legs slightly and lift wand , , 

into the air vrith legs, catch 
it v;ith both hands. - 



and flexi- 
bility. 



Long sitting to V-seat 

Long sit, wand stretched over head, 
held at ends. 

Bring the v;and foinvard and squat 
the legs through the wand to a 
V-seat and bring then back 
tr^^-ing not to touch the wand. 

V/and pull-up 

Lye facing vertical wand, hand^ 
graspj.ng at base, arms 
straight. 

Using a hand-over-ha^ 1 movement, 

try to climb up the wand to the 
top, ending in an arched trunk 
position. Tieturn in the same 
hand-over-hand manner. 
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• 



Grade 
Stress 



Hand Equipment - V/ands 



Comments 



K2-6 



8. Standing to lying vdthout hands 
."^tand, wand in back of shoulders, 

grasped at ends. 
Lie down on the abdomen without 
help of hands. Return to 
standing without help of hands. 

9* Standing leg stretch 

Stands arms extended over head, 
hands grasp wand at the ends. 

Bring the wand down in front of 
the body, hook one foot on the 
wand and extend the leg forward 
balancing in a straight posi- 
tion on one leg; return the foot 
to the floor. Repeat with 
opposite foot, 

10. Wand catching 

Stand, arms extended forward, grasp- 
ing wand in over '^^dp, 

a* Let the wand drop and catch it 
before it touches the floor, 

b. Throw the v;and up and catch it. 

c. Throw the wand up with left hiind 
and catch with the right. 



11. 



i 12 



Wand tossing 

Stand, grasp the wand in front of 
the body. 



a. 



Toss the wand up over the head 
and make a half turn and catch 
the wand* 

Throw the wand up and make a 
v;hole turn and catch it. 



Partner tossing 

Stand facing a pai^tner, v/and held 
in both hands in front of body. 

a. Toss the wand across to partner* 

b, Have each partner throw across > 
one tossing the wea\d high, tho 
other low. 
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stress 



I 



rUnd Bquipoont - Wonds 



Coirjnents 



?h-e i 13. 



15. 



Squat back bend 

Squat sitting^ holding the end 
of the vertical vrand. 

Turn and twist the body to the 
left, ending with the back 
to the v;and (like a back 
bend); twist back -co 
original position. Repeat 
to the right. 

Vertical run-around 

Standing erect, place wand in 

a vertical, balanced 

position. 
Let wand go and then run 

around wand and try to 

catch it before it falls. 

Kick over v/and 

Stand, wand vertical, held at 
the end by one hand. 

a. Lift one leg over the wend 
and catch tlie wand before 
it falls. Reverse the legs. 

b. Use a scissor kick, try to 
jixnp over wand with both 
legs and catch wand before 
it falls. 



I 16. Back bend 

I Stand, hold onto waiid at one 

I end \jxth both hands. 

I a. Bend trunk backv;ard, 

j touching floor with wand 

I in back of body. Return 

I to erect position. 

! b. Touch wand in front of 

body, the?', svdng it up over 
head and b3nd backA/ard 
touching floor with it in 
back of borj/. 
c. Stand, trunk lending for- 
ward, sideward, backvrard, 
and to the opposite side, 
touching wand in a circle 
as trunk is circled. 
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17. -*3nd balancing 

a. finger 

b. chin 



c . 



..oroneaa 
^oes 
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Grade 
Stress 



^3-6 



Hand Equipment - Wands 



n-6 



Ganes a nd Relay s 

1, fhatch the Stick 

Formation: Circle, number off circle playei's 

Rules: ^'It" is in the center of the circle holding wand in 

upright balance position on floor. Circle ^player whoso 
nunber is called imst run in and catch wand before it 
hits floor. If circle player fails to catch wand before 
It hits floor, "It'' gets another turn, 

2< Spanish Relay 
Formation: File 
Equipment: Wands 

Rules: Run to a pre-determined point. Put end of wand on floor 
hold top of wand with both hands, place forehead on top 
of \rand. Circle wand rapidly three times and return to 
file . 

3. Maud Jumping Relay 
Formation : File 
Equipment: Wands 

Rules: ^1 runs to mark and return, ffl and //2 hold wand at 
opposite ends of wand and passes wand under entire 
file, #2 runs to mark and returns and repeats 
jumping novonent with B» Continue until everyone 
has had a turn , 

U. ;:and and Spool Relay 
Forip.ation: File 

Equipment: V/ands and large spools (similar to electric wire spools) 
Rules: Place end of wand on floor in back of spool r:aking spool 

roll to a mark and return. Do not strike spool, xlepeat 

until everyone has had turn. 



Snatch the Stick 



Spanish Relay 
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H. Hoops - inner tubos - tiros 

These three pieces of equiipment can bo used intorchangsbly a- voll r^i 
ho.vix^g applications of their o;^m to the physical education prcgrair.. 



Irade 
w3tres^ 



CURRICULUM CCNTKt^T j Hoop Tube Tire 



Lr Lying flat on ground or floor (random) X j 

j i 

a. V/eavG patterns around, v:alk-ru::i- ; X I 
hop-skip, j I 

b . Hop in and out, 

c. Hop on and off- 
d » Jump in and out ^ 

j e. Junp on and off. 

I 

1 f • Hop around on rirn. 

i 

■ 2 ^yi^C flat on floor tn single rev; - 
; double rows 

\ a. V/alk on, to end of rov/. 

j b. Run on, to end of rov:. 

j c. Walk, run, stepping in to end of 
I row . 

1 

; a. Repeat c. - use both rov;s, 

I e . Repeat c . - using tube in 
j alternate row. j 

! 

I r» Repeat, hopping - jumping, | X 

; Use simple hop scotch design, ■ X 

; 3. Lying - leaning against wall - hold I X 
; by self or partner 1 

; I 

! a . Pat body on. ! 
j I 

I b. Put body in or through • sit, i 
] cravjl, jump* j x 

j 

C: Stand in - take off overhead j X 

[ and reverse. f 
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X 
X 

X 
X 
X 

X 
X 
X 

X 
X 
X 

X 
X 

X 
X 



X 
X 



X 

X 

X 
X 



A 



X 
X 

X 



...1. 



Comments 

Tape valv.^ 
oo\m or Vi.be. 



Ty,y wall ch- 
for aelr- 
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Grade 
Stress 



CURRICULUil CONTHvIT 



Hoop. Tube, Tire • Commenti 



i 

i 


d. 


Stand - one foot in - lift over- | 

head - step out other foot. , 

j 


X 


i 

X i j 


i 

1 


e . 


Stand in - touch toes - lift of 1 
body - keep four linbs inside. 


X 


X i ^ 

^ : 1 

1 1 
■ 1 


1 


f , 


Reverse 


X 




1 

1 

! 
1 




Hold around v;aist, neck, over- ^ 
head, v;alk - run. 


X 


j 

1 

X ; 1 



h. 

1 • 



n. 



u. 



Stand in both feet, v;alk-run. 

Stand in one foot, v/alk-run. 

Stand in one foot, carry on 
shoulder, vjalk-run. 
Kick for distance, stand by - 
run at • 

Kick to goal and back, walk-run. 

One push - roll for distance 

Roll to goal and return, use 
hands - v;alk-run. 

Spin like coin or eggboator. 

Spin and return to self. 

Drape around neck, no hands, 
Ik -run ' 

Hula hoop spinning - waist, neck, 
am, leg, hand 

Use as jump rope. 

Obstacle races - body, balls, 
bottles, pins 

Roll striking vath stick-steer. 

Roll to partner. 

Roll to partner - second 
partner jumps. 



X 
X 
X 



X 
X 



X 
X 
X 



X 
X 
X 



X ! 



X 
X 

Y 



Uco chile' ron^ 
idcao . 
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Grade 
Stress 



CURRICULUi-I COlJTaJT 



5. 



X. Straddle j\mp object while 
rolling, 

y. Use in relays and races., 

Tug-of-v;ar, tube hold by four 
persons, each pull in ovm 
direction 

Other uses 

a. Tube flat, hands on sides, push 
across floor> iJalk-run. 

b. Tube flat, push of war, one on one 

c. Tube held, tug-of-v;ar, one on one 

d. Ride like hobby horse by bouncing* 
Supplemental 

a. Tied together in forn of raft, 
covered by or sandv;iched betv;een 
mats or exposed 

(1) Extra soft surface for teach- 
ing body movements, stunts 

(2) Extra safety factor when 
using apparatus and mats 

(3) Bo^Jincing, in place, traveling 

b. Two or more rafts in layers 

(l) Jump to seat, belly flop, 
bed bounce 



Hoop Tube Tire 

— — ^ 1 — 



Comments 



X 
X 



X 
X 

X 
X 
X 



X 
X 
X 
X 



Plan care- 
fully to keep 
lesson rolling 
along. 
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I. Paridlc'3 
Introduction 

"Tho rnovonent pattern needed for paddle tennis and tennis c.r.\ be Ltarocd i: 
V/iie primary grades using the hand instead of a paddle. The skills of eye tracki 
body novcracnt and hand-foot coordination are accomplished utilizing bouncing, 
catching, and striking ball skills. In the intermediate grades, the skill of 
striking ^;ith an implement involving an extension of the hand is introduced. 



Grade • 
Scares J 

Dl-2 



331-2 
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5. 



Hand Equipment - Paddles 
Progression of Skills V.^ithout a Paddle 

1 Bounce and catch. 

2 . Toss and catch* 

3. Throvj and catch against a v/all , 
Hit a ball that has bounced once* 
Hit a ball before it strikes the ground. 

6. Hit continuously a ball against a wall, 
Progression of Skills vdth a Paddle 

1. Bounce ball on floor using paddln, 

2. Keep ball up using paddle* 

3. w'alk and do proceeding skill. 
Bounce and hit ball v;ith paddle r 
Hit the ball against v:all v;ith oaddle. 



; 6. Toss ball to partner, let it boUiico and 

} then hit. 

i 

I 7. Hit ball before it strikes the ground. 

Games 

; 1 » BouJice Catch Race 

Skill relay race 

j Skills; To bounce and catch a ball 

; Equipment: cne bouncing baZl pe;* team 
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Co:nments 



To self 
To partner 
To v:ali 



Use be 



L*30 altern: 
r.idas. 



/ 



Hand^Equipment - Paddles 

Rules: 



1. Player #1 bounces the ball to #2, 

2. 112 catches the ball, bounces it back to 
//I and goes to end of the line. If a 
player fails to catch the ball^ ho must 
recover it, return to the starting line, 
and bounce it back to the leader. 

3- //I bounces the ball to #3 who bounces 
it back to jjl and goes to the end of the 
line. This continues until each player 
has had a turn. Line which finishes 
first V7ins* 

ij. Game may be repeated vith 1^2 as the, nevj 
leader. Different tyjj^es of throv;5 may ' 
be used. * ■ 

Bounce Catch 



Small group play 

Skills; To bounce and catch ball and honor 

boundary lines 
Equipment: One bouncing ball per group 

Rules : 

1. TvJo children stand in two adjacent squares. 

2. One child bounces the ball into his j 
opponent's square. I 

3- Ihe second player catches the ball arid then } 
bounces it back. If ho fails to catch it 1 
on the first bounce he is out, and a waltinf^ 
child takes place . 

I4 . After three bounces both players retire, and 
two w^aiting players take their places. 

/ 

Remarks: This is a good game for beginners. It / 
isn't interesting to the more skilled 

Two Squares '/ ^ ^ 

Small group play of 3 per court — 

Skills: To bounce -serve a ball. To return a br.ll 

after it has bounced once oy hitbin^^ uj:.. 

Equipment; One bo\inclng ba:.;. per ^oup ! 

16C 




Rules : 

1. Game is played in tv;o squares. 
Opposing players faco each other, each 
standing in a square, 

2. Game is started by one player bounce - 
serving-^- the ball into the square of 
the other player, 

3. The second player returns the ball 
after it has bounced once in his 
square by batting it upward wiiih 
one hand into the square of the 
server . 

I4. Play continues miti!^ one of the 
follov?ing violations occurs, 

a. Ball lands on a line or 
out of court 

b. Ball is hit with Llio fist 

c. Player rr.onentar ily holds 
the ball 

Ball is hit dovm instead 
of up* 

5« V/hen a violation occurs^ the playar ccn 
raitting the violation leaver; the game 
and a waiting player takes his place, 

^ The Bounce Servo - Feet are in a stride 
position, left foot slightly advanced. Ball 
is hold in left hand, dropped to the court, 
and batted v;ith right hand. 

Variations of Tvv^o Square 

1. Play this gme using tennis sccrin<j 
system, except that the server stands 
within the court. 

2. Play Two Squares using paddles # 

3. Use tennis scoring. 
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Hand Equipment - Saddles 

Paddle Tennis 

Paddle Tennis is an adaptation of tennis played on a sraall 
court '4 the gizq of a regulation court. It is an excellent 
game for introducing players to the general rules and procedures 
of tennis • 

This game is played like regular tennis except that tr.s ball is 
served underhand and hit with a wooden pacldlo. The sorvar stand 
behind the serving line in the right court aid ^orvec the ball 
diagonally across the not in one or two tries into his opponenh' 
receiving court. After the ball bounces once, it is hit back 
across the not and the game continues until one hits the ball 
into the net, out of bounds, or misses it. The game is scored 
like tennis: Love, 1$, 30, iiO, Game, excopt vhon both have a 
tie score of Ii0-i40 or "deuce,-' after which t.wo consecutivo poir.o 
must be made. The game may be played by two or four ;>layoro. 
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J, Parachute 
Introduction 

Parachute activities add variety and fun to the physical education pro- 
CraiTu Each pupil is afforded the opportunity to participate and most often 
enjoys success in the activity. The weak may join the strong on an almost 
equal br-.sis. Because of the group control factor, the parachute can bo used 
by thi^! classroom teacher quite successfullyo 

Some Ba sic O bjectives for Parachute Play 

!• To develop muscles in the upper body. 

2, To learn team coordination 
Grips : 

1. Palms Doivn (overhand) 

2. Palms Up (underhond) 
J'eady Position 

1* Children kneel on one knee, using any of the tv:n c^-'.'^. The pr/rr- 
chute is spread out on the ground* 

2o Children standing up holding the parachute stretcb;d ti^ht at viist 
level, using the above grips* 



Grad:3 
otve3s 

i 



Conr'^.ontj 
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Hand Equipfnent - Parachute 
Initial Experience 

1. Tactual 

a . Touch 

b. Feel 

c » Crumple 

d. Pull 

0 . Shake 

f. Lift 

2. Body Awareness 

a. Hold parachute at vraist level p\:2:Ax y tirhti 
b» Hold parachute at waist \rith one hard '.;^ikin{^ 
(pinwheel carrousel )• 
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c. Lift and hold parachute above head, 

d« Place feet shoulder distance apart and \02rL Vack, i 

I Hold and release,* i 

r e. Turn with back toward center of chute ^ one foot p3e ::\)rc^ 

fon^ard to keep balance and pull, |chuto 

i f , Pass the chute with both hands, release it one fa :can 

• hand at a time, to pass the chute around the cir- jstan-i 

i cle of players j hand should not cross. jstxvin* 

rxc£cises j 

B2-6 It Bicep Builder — Arm Exorcise : 



V/ith one log forward, childi'en plant their feot firri- 
ly and lean back, using palms up grip, V7ith arms almoot 
fully extended • On the go signal, children pull the 
chute tov/ards themselves without moving their fcot 
or jerking the chute. Pull for about six socondr. • , 



ic'cpo. 



B3-^^ 2. Sky High FUll"-Shoulder Exercise 



Start chute at waist level, using a palr.s ''.o^.n c-'ip 
r'eet are shoulder width apart and on the [;o sign il 
take the parachute up slov;ly ^antil their aiTis ai o 
extended fully straight up overhead. V/ithout mov- 
ing feet, waist, or b:ck and using jest tr/j - rnc: and 
shoulders, all pull back. 

Variation: Use a paliis up grip and turn v;ith back 
to center. 



DI4-6 3» V/inding It Up"-Forearxa Exercise 



The chute should be v;aist high and should be held 
with the pains down grip. Cn the go signal the ::hcl' 
group starts to wind or roll the edre of the par:^- 
chute towards the center. Try tc stay togother a^d 
at tl:o S'^'r.e tirj- ' n toe chute tight by pulling a 
little before each yirn or roll with tho '^-:i.;t. lo 
get the most from this exercise it should ':e done 
slovrly. 



Stunts 



i;l- > 1. Making \JavQt 
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This is a good warn up exercice and at '.ht; s?:'e 
tjjie you can get feeling or action of the chute « 
Children start with the chute at waist position r>::\ 
use the palms do;m grip: They shake the parachute 
up ar^d do;m vigorously v.sing all arm ex-:rr3ion- 

16)1 
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Hand Equipment - Parachute Coiranents 
Up and Jjown I 

Hold hands waist high, all pull up arns above the head and ! 
lower to starting position* Repeat at various speeds. ! 

i 

Rov/ing a Boat 

Hold hands shoulder high with the parachute pulled tight, | 
Push hands away from the shoulders allowing the ;o?rachute j 
to drop in the center. Pull ams back to should'or position! 
making the chute tight. Repeat. i 

I 

Uribrella j 

Spread parachute on ground. Children kneel in ready posi- ' 
tion using the palms dovm grip. On the go signal the chil- 
dren stand up straight and fast, pulling the chute up over ■ 
their heads with as much force as possible. 'Ihey do not ' 
move their feet. 

Variation; j 

a. Return the chute to the ground as quickly aa pos-- 
sible, and then repeat in rapid succession three o;- ' 
four tiiaes. 

b. Begin from a squat position. | 

! 

Kerry-Go -Hound 



Extend arms fully, pull the chute tight. Have the group ic'with 
perform right and left oircliiig movements, l/alking, running this 
etc., at varying speeds activib 



Mushroom 



Begin the same as the Umbrella. VHien children can see the 
faces of the other children, they v/alk in about three or 
four steps as quickly as possible keeping hands and arms 
in a raised position over the heads. V/hen parr.chuto has 
reached its peak students move quickly back to thoir start- 
irg place. 



Up, IValk Forward and Release I 

r\ill up, on comrjand walk four steps forv:ard and rele^^ce on ! 
fourth step. 

Up, \Jalk Forv/ard and BacVcward 

Pi:ll up, on command walk four steps forward and four stepa 
backward. Repeat. 
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Hand Equir^ent - Parachute 

Igloo 

Follow the procedure for making a mut:i"iroomj huv;ovor, uhan ^ho < 
parachute reacheG its peak, pull dovjn quickly and place the 
edge of the chute on the floor trapping air beneath it. Pupils undr 
then stand on the edge of the chute to observe the igloo, Fo?. chur. 
added fun, have scno children go under the chute before pull- 
ing it down bo be Etikl-^os in the igloo 



Come n*!"' 3 . 



exchange Places 

Divide the circle in half and niimber each J.alf go that there 
are couples identified by nur-ibers. Pall the chute up, call a 
number and the partners called change places by running Vivxi v 
the chute. Discourage the other pupils from pulling dov/n irn 
rapidly because the force of chute causes those under ib :o 
fall. 

Variation: After c]r.d:V:L:^z placos, run csu..uC;:- u^r/.v: c. 
to the original space. Points nay be awarded tc the tear; :■ 
ing the first person back in place* 

Keep It Up 

Place a partially deflated playgrcurc*: In v/. -.ci'^-rr -^f: 

Che chute. Pull up and do\-m in an effcrt to V-op tne ball in 
and to obtain a good height to the ball* 

/iround the Woi'ld 

hold parachute in the standing ready po:>it o _ ^a.lrr.^ 
do:m grip or with the pains up grip. The chuLe is '^ighi :.i:/. 
a playground ball about ten inches in dianetor, resting ov. iL-. 
Cn the go signal the students start the ball going arounc" 
the parachute by making ribbles. Example: Ball is in fro//: 
of I!o» 1, Uon 2 lovrers his part of the chute so the ball \x\ 
start rolling, after ball has passed No. 2 he then raises .4..: 
part of the parachute and I'o • 3 lov;ers his, thic continvo:; 
un'ril the ball has r.ado a ccrj.leto r,:rc!^o a" cvun-;. ^-^.c c'^* - 
four or five tiries* Tnis acr:\r-:t- .cr l-,:-. c. :rou.\'. > 

Variation: Divide class into half and use two bnll?; one ov 
either side of the crA? to r?nd pla;' r^v^r 

Catch As Catch Can 

Use a divided circle, tv;o tearis. i:ach team has three ballj 
of the sane color but the colors for the iro toa^is riust dif- 



Grade ^. ^ ' . . . Coiment 



Stress 



Hand Equipment - Parachute 



fer, G*g> three red playground balls j three greor playr;i^cun 
balls. Start all balls in the center of the chute,. Pall up 
and doivn. One tean tries to force all of the balls of the 
other team out of the chute* The winning team must have at 
least one ball left inside. 



B4-<' 5. Tiddle Winks 



i 

Use a divided circle, two teans. Each team has one ball (the ! 

2 balls should be of different colors). An inflated innei' \ 

tuV^ is placed in the middle of the chute and both balls are ^ 

: on chute outside of the tube. The object of the activity is \ 

^ to see v/hich team can make 3 to ^ points first. Points are ; 

; nade v;hen a team's ball lands in the center of the tube. ! 

Teans may shake the chute, pull up and down or use any action '■■ 

v/hich will move the balls. | 

rJl-6 6. Rhythms using parachute --see novelty dance section of rhythms, 

1^1-6 ?• For special events have students stooping under parachute 
ready to perform or cw the outside ready to r^JUi V-*iaer and 
perform \ihen the chute lifts 

a. Tumbling stunts v;ith mats under the chute 

b. Rope jumping 

c. Ball bouncing or dribbling 

d. Pyramid Building 
o. Sports Statues 





K - Other Hand 'Equipment 



All teachers are encouraged to introduce into their programs other typos of 
hand equipment. Children can benefit from having a variety of experiences vdth 
a v;ide range of supplies* Often teaching progressioru are similar (eg» bean bags 
bal].s, scoops, paddlesj, with minor adaptations; therefore the introduction of a 
different piece of equipment can spark new interests among pupils* Some sviggos- 
tio!^s o.re listed below; however^ with some thought one could easily add to tiiis 
list* 



1. Frijb-o 

2. Yo yo 

3. Jacks 
h . Stilts 

5- Pogo S^>icks 

6. Quoits 



Ibachor's Notes and Corr.cnts 
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RHYTHMS AND D A M C E ..^^QlC 

BEST COPY AVAIUBLE 

ucasral Teaching Suggestions , , , , 369 

Toaching a Specific Dance. I7O 

3asic Rhythms Experiences , I7I 

:?ovelty Dances , , , . ,175 

Fundamentals of Dance , , 162 

Folk Dances In Approximate 0rd>3r of Difficulty. ^ . * r . . . .155 



RHYmS AIJD DANCE 



Children should be introduced to a program of creative rhythms and singin^^: 
games at the earliest possible age. A rhythris progran allov;s children to investigai- 
the the range of fundamental movenents of the body and enables then to portray their 
ideas and emotional experiences. 

The development from the free and creative rhythms and the traditional singing 
games is the various forms of dance. To omit dance from the physical education 
program would be a serious error. Dance has many justifications, none more signJ:"!- 
cant than the fact that man dances evoryvhere, Young children skip on the v;ay to 
school^ adolescents find social dance enjoyable^ and adults participate in social 
or recreational dances. Rich cultural^ social^ and recreational experiences as 
v;ell as valuable physical exercises are to be gained from dance, 

It is important that rhythms and dance be Introduced in an atmosphere of fu^i 

and enjoyment. The teacher should share in the rhythmical experiences and partic: • 

pate j.n the fun. If the teacher is dynamic and enthusiastic, the students will 
probably reflect this spirit. 

Si? 'reaching Suggestions 

1. Include a variety of rhythms and dances conducted essentially as gvoiip 
activities with no formal instruction. The necessary iaformation an J. 
instruction, brief and appropriately timed, should be interspersed casually 
throughout the lesson. Introductory sessions should be fun and cDcouragji^g . 

2. Enthusiasm and enjoyment from personal involvement in the rhythms acoivitios 

3. Include a variety of danc^^s, rhythms^ and fomations in every lesson. Tr:" 
to include a ''fun" dance in each lesson. (See pagely^ } 

li - Vary J Irequently, the order in which the various activiLios of the rliyv.hn 
and dance program is presented. 

5. Review darxces often. The ^'familiar" will allow the children to enjoy the 
experience of a free and expressive respcnse to music. 

C. Vtllz-ze simple "novelty" dances to encourage part:xipation, stij^ulatc 
further interest in the various dance forms, teach basi:) dance skill'?, 
and familiarize the participants v;ith various musical idioms anc r/iythi'.^j. 

7. Stress the relationship of all dance forms, Theru are corimon threads that 
weave through all dance ferns. It is the music and rhythm that colors c^nd 
characterizes movement. 

8. Correlate rhythms and dance with other parts of the elementary school 

curriculur*. For exrimple, folk and square dances nc.y relate i.nterecti ^ 
information about geography, work habits, literatui'e, and custons of many 
countries . 
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9. Separate dances separated by formations. In general, first grade, single 
circles with or v^ithout partners, second grade i double circle.-.; with all 
variations, third grade, triple circle, fourth grade contra dances, reels^ 
random formations, fifth grade, beginning square dance -.nd advanced ^olk, 
sixth grade, advanced square and basic social dance steps. 

10, Plan a progression so that the first steps can bo used in a combination 
almost immediately and provide a feeling of accomplishment, 

11. Select several different ;^?ays of choosing partners ~- children select, 
count-off, teacher assign, homeroom teacher assign, girls in set one move 
to set two. 



12. Prepare for an uneven nuirber of boys and girls. 

13 • Plan for variation in arrangement of dances, point out contrasts and 

parallels in style, stops, and patterns. This will help distinguish one 
dance from another. 

].h . Provide opportunity for original or free dancing. Social dance is of;peod 
appropriate for this. 



^ • Tea ching? a Specific Dance 

1. Teacher Preparation 

Learning dance steps is as definite a skill learning activity as tlirova- 
a ball* Therefore, the teacher must analyze the steps and music to 
determine the best teaching method. Preparation may be guided by the 
following : 



a. Know the steps of the dance, if necessary make a card that can be 
referred to in teaching the steps. 

b. Knov: the sequence of the step patterns as they fit the music. In 
singing folk dances, teach the lyrics and otop pattern?: jointly, or ask 
the vocal music teacher to teach the words and music to simplify the 
learning of the dance. 

c. Be familiar with the music to be used: the introduction, the tranGiticns, 
the sequence, and the tempo. 

d. Attempt to demonstrate the steps, with or without a partner. 

e. Have all materials ready to make the best use of class tiine, 



2. Presentation of the Dance 

The procedure for breaking dovm a dance for teaching purposes v;ill vary 
according to the dance. There are, however^ many step^^ which are sirJAar 
and may be applied to a variety of dances . 
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a. Give the nrime of the dance. V/ritc it on the board. If ii is unu^'A:.., 
have the class pronounce it. 

b. Give the nationality of the dance and r^ny background which will add 
i'.^-^fror'- and )iuke ib?. dance more leanjr/^ful. 
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c. Have children listen to the record so an idea of the characters, 
quality, and speed of the music can be attained. 

Have children clap or walk to music. 

e. Teach phrases of music, not counts. 

f . Arrange the group in the desired formation. It may be practical to do 
this first. It is sometimes best to teach patterns without partners. 

g. Analyze and demonstrate first step and/or words. 

h. For dances with short sequences, demonstrate the entire dance and cue 
the class as they do it. 

i. For dances with long sequences, analyze a part and first try it v/ithout 
music. Then try it with the music. Present the next part in the sane 
way, then put the parts together. 

3. Review of a dance 

a. Review verbally, having the class tell the sequence o2 the dance. Th3n 
try the dance with the music, cueing the importaiit change. 

b. Pick out the spots that need rcviev; and practice them. 

c. Review the dance several days later, play the record and see hov/ far 
the dancers can prop;re3v3 without 0 cuo. 

d. Avoid letting the class form the habit of depond:uir^ on a cue to prcrio^: 
them. Cueing is only a teaching device. 

e. ilake records available before and after class if possible for those \iho 
wish to practice. 

MfL?-^^ Rhythms Experiences 

Children should have many experiences in working with rhytliir.s. A voc::buliary 
and understanding of basic movement is essential before children will be able 
to create movement with rhythms. The children should learn to: 

1. Listen to the music as if it were talking to them- 

2 ^ ilove in many different ways to music. 

a. In place - clapping, tapping, nodding, swinging, kicking, bending, etc. 

b. moving - walk (fast, slow, light, heavy, high, low), run, ^dkip, gallcp, 
slide, march, etc. 

3. R<iCOcnize time, tempo, rhythm of various musical selections r 

I4. Develop pleasing combinations of movcr/jnt. 

5. Recogrize r^od, intensitv of r^uic. 

6. Cre.'.l,: rr,yt : pat '^.rnrj -ixh ' v;ith' "it ^c. 

Er|c ^'1 



Grade 



Stress ' 
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'^"l Ilhythma and Lance 
Rhythmic Activities 
a, Locornotor movements 



(1 

(2 
(3 
iU 
(S 
(6 
(7 
(8 



Combination of Locomotor Kovements 



(1 

(2 
(3 
(h 

(5 
Non 

(1 
(2 
(3 

(6 
(7 
(8 
(9 
(10 



Ualk 
Run 
Jump 
Kop 

Gallop 
Skip 
Slide 
Leap 



V;a Ik - run - wa Ik - run 
Step--hop -step -hop 
Skip-gallop-slido (repeat) 
VJalk-run -leap (repeat) 
l/alk -hop -leap-run (repeat) 
•-locomotor movements 
Shake 
Push 
Pull 
Kneel 
Svdng 
Svjay 
Turn 
Tvast 
Bend 
Stretch 
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Comments 

Refer to 
Ruth £>*an3 
Albuius 1 2. 



Can be done to 
clapping^ drurr:, 
music, etc. 



Use imitati*' ^. 
actions for 
intx^rest. 



Stress 



Hhythns and Bance 



Corrmients 
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d. Combinations of non-locomotor movements 

(1) Push-pull 

(2) Swing-sway 

(3 ) Turn-bend 
{U) Stretch-bead 

(5 ) Stretch-twist-bend 

e. Directional Movements 

(1) For>:ard 

(2) Backward 

(3) Sideward 
iU) Right 
(?) Left 

(6) Upward 

( 7 ) Downward 

(8) Around 

f . Combinations of Directional Kovements 

(1 ) Forv/ard -backward 

(2 ) Up;?ard -downward 

(3) Right-left 

(h) Forv;ard or backward-sideward 

g. Singing games 

(1) ^'London's Bridge" 

(2) "Go Round and Round the Village" 

(3) "Did You Ever See a Lassie?" 

ih) "Hero We Go Round the Mulberry Bush" 
iS) "Looby Loo" 

(6) Sing and Do^ (J-ty Little Jog, : Lii 
Circus Parode) 
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Combine with 

locomotor 

movements. 



Grade 
Stross 



Rhythm^^ and Danco 



h. Creative Rhythms 

(1) Story Play 

(a) Dance a Story Series (Ifegic Kountaiii, 
Balloons, Little Duck, Noah's Ark) 

(b) Burns and Ivheeler, Creative lihythms 
(Visits to the Farm, Zoo, Park, etc.) 

(2) Iriitative Rhythms 



(3) Free Rhythms 





/ 




- / 



/ 

/ I 
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Novelty Dances 

1. Warm-up or aiding Activities 

a. Phduranco - Coordination Run 

Exa:nple "I>Iusic to V/atch Girls By'^ or '^Cotton Candy^' 

b. Rhythmical '^Follow-the -Leader" 
Exajnple "Bingo*' 

c. Kusical Exercises 

"And the Beat Goes On" Folkcraft Album 20 and 21 

d. Fitness or Exercise Records 
"Chicken Fat" 

e. Marching 

2 . Novelty Dances 

a. "Hokey Pokey" 

b. "Bunny Hop" 

c. "Mexican Hat Tv-'ist" 

d. "Arches" - Honor Your Partner - Album #7 or "Pop Goes the VJeasel" 

e. Bullfight to "The Lonely Bull" Tijuana Brass 

f . riake a garne out of a record. For examp?-e .statues can be done to 7 Jump 
g* "Limbo" Record: "Limbo", Chubby Checkers 

3. Simple steps that can be learned through ball bouncjiig and catchljng 

a. The Tango* - Recording: Ruth Evans Childhood Rhythms Series II 
Listen to music; clap to rhythm. 
Bounce catch, bounce catch, etc- 

Bounce, bounce, bounce, catch (One hand to bounce)* 

Bounce catch, bounce catch, bounce, bounce, bounce, catch, 

V/alk to music (discuss that v;hen the foot touches the floor, that wa-: 

the same as vhen the ball bounced on the floor.). 

Use ball as drum and beat rhythm. 

Do bounce catch progressions as above. 

Walk to music as above. In place of the word step? use (slov/, slovO 
(quick -quick -quick -pause ). 

(b-c b-c) (b - b - b c) 



175 



b. The Cha-Cha-^ - Recordir^g: "Arthur h\UTay^s Kusic for Dancing, 

RCA Victor LPH 2155 
Same as above as related to progressions 

Walk forward to music-slov/, quick-quick-quick pauso (a) Th'm vialk 
Glov: and do quick -quick-quick pause by steps in place. (1) Thrn 
walk backwards-slow slow, quick-quick-quick pautJO . (b) Then back- 
i/ards again-slow slov:, and do quick-quick-quick pause by steps in 
place. (2) Combine (1) and (2) only for basic cha-cha stop. 
Note: (a) and (b) are just a leadup to the basic step (l) and {?.). 

c. The Ttvo Stop-^- - Recording; Any fox trot for a slow two step 
Left hand -bounce, bounce, bounce, catch. 

Right hand-bounce, bounce, bounce, catch. 

Beat rhythm on ball-use v;ords, stop-close-step pr.U'^e , Do :^t;?p-ciose- 
step pause in place moving to the left side first, then the right side 
for complete step 

Then progress doing it forv:ard, then back>:ard 

^ Excerpts from material prepared by; 
Dr. Frank Langsner 
Professor of Physical Eclucation 
Morgan State College 
Baltimore, Maryland 

Alley Cat Dance - Kusic: Alley Cat, Atco n^cord Co.; lJ:at Ft'.;-1: z-rl 

piano 

Formation: Children in lines, spaced as they would be for exercises. . ] 
face same direction. For our purposes at ':hi3 timo, have aJil 
begin by facing Ijorth. 

First 8 measures of music. (All facing Nort' ) 



Right foot. OUT A!ID 121 Right foot i.s extended to side and bro\ight. 
OUT AIID Hi back to starring positi^.^. 2 times. 



if II 



b. Right foot BACK AIJD UP Right foot extended to ruar (soraight bac]:; 

and brought back to sta^'uiJig Pv-sitioii^? t: . 

c* Repeat all of A & B above, ising left foot 

d. Use Right Kneo 

e. RIGHT KliEE Right knee is bent and brought up and 
RIGHT KilPJE diagonally across left Icioe, 2 time a, 

f . Use left knee 

g. LEFT KlIEE Left knee is bent and brought up and 
LEFT KNSi diagonally across ri.r^ht :,.iee, 2 tir.jo, 

Rc;:oat above using right Vnre cnco OIILY and l:^t I:...' C'lC^: cr..\;^ • - 

RIGHT ?::::;e 

L1]FT m:Y.:i 



i. Clap hands once 

j. Jump and Turn - -4 of a turn to right so you are :iovj facing Sact; ±, c - 

thon jump and turn simultanscusly ond clap. 

k. Repeat dance facing South^ V/est and North. 

1. Snap fingers when foot is extended to side and to the back and clap 
hands each tirae foot is brought back to starting povSition^ 

Pom Pom Dance - Recordings: '^Honky Tonk'^ or ''A.l.loy Cat" 

a. Steps 

Tap - tap - step - cross - stop (to the right first and do it l| times) 

Kick right - kick lef"o tap, tap> tap (do h limoo ) 

Slide right 2 stops then knees front; back, frouj (do U t-^v.^) 

Top - tap - step b turn, turn (do U t:'r:es} 

Tap - tap - front lizie novo.^ bacl:;jaru 2 st ^ps arid >.'^.c> li.^a moves 
front 3 steps 

b * Arms and Pom-poms 

Circle right am, circle left arm ~ vjavo ri^nt - left - /•ic?!^. 

Raise up - dovm and back - shoulder high in front circle 3 tirues 

Shoulder high - am forviard raise - snap pom --poms 3 timco 

/trr.3 side raise - hold - and lo;;or 

Circle right, circle left - s\/ing front, back, fro):l 

Fmi; I'oUc Dances 

a, "Bingo" - Line of five people follov/ the .leader 

b, "Pop Goes the V/easel" - Square dance formation 

c , "Seven Jumps" 

d, "La Raspa" 

e , "Virginia Reel" 
i\ "Irish Lilt'' 

^'Tcn Protty Girls" 

h. '^Toton i'ount:.in 3ta;,p'^ - Irin-'.^or Reccrclc 

i. 'Tiiu'ips-'. -Daisy" - Ca:cn .^^obin.3c :, S^^., Danoo \]\^ CoJ.u::! la ^?oooris 
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^'Patch DancG'^ (Israel) 

Danco: l/eddinc dance. A circle mixer 

Husic: Patch Tanz Folkraft //III8 

Formation: Circle of partners^ girl on boys rights all facirj^ 

center. Hands joined^ elbows bent, hands hold shouI:!er 
high 

Stop: Strut step. (Count 1 and 2 and,) (Step on coiu.t^ bond knoo 
on word and ) 

Phrase One; Circle r^ght with eight steps 
Circle left v/ith eight steps 

Phrase Two: Two stops fonjard tovjard center ar.d clap c\;n hunds 
three tiraes in 1 and 2 rhytl-in 

T\:o steps backi/ard to place • face partner and c'ar:. 
heel three tines, Rc^peat a^l of^ rhra:.u T^^o* 

Phrase Three: (Partners stand uith rigl\t h:r>s VjWchi: q,^ both ."^ 
joined at shoulder height, right a:n across partr.or' 
chest, left elbow bent 

Cirolo clochia'su vi:h partner o:;.'.':- :jt-:pG. 
Change to opposite sidj, left hips tov'.h:.:^^^. 
Circle counter clock>;ise four stdps, Boy soaac: :i >.1 
passes girl under boys left and to boys left sico. 
New partner is nov; on boys rig'^it. Repeat eni ,ro d. . 

"Sleights Sword Dance^' (£hgland) 

Dance: For men in four parts 

:iusic: "The Girl I Loft Bofhind Me" Folkraft ,7i;i3 

Forination: Circle of six, facing clockwise, boys nuncered 1 to 6, 
sv;ords held in right hand, point dom on the flo-r 

Stop: Sliding shuffle (2) side step 

The Clash: Raise svrords in center so that all touch- -tv.icb 

right v;rist so swords clash together each tin^: lo"t 
foot touches floor. (8 clashes in 16 steps) 'hl.:■;^ 
Goep for - 16 comits 

Shoulders and KLbows - From cl:.sh, Ic.^er s;:ords bo righc 

shoulder point to the rear. Grasp point of swovd 
of dancer in front with left harxl, back of ha];d ^r. 
top of sword. Continue j/.^rflf cto,; 'or - .\,\ 
(2) Lift hil.t froT. right sliouidor a"jrhoaJ .Wil 

lo;;er o.i loft s;r:iilclo .^--rotnir j'/ar^p on v :e rc 
continue shuffle stuo i< : - 16 
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(3) Lo\/er svord from loft shoulder to outaido of 
left olbovj — retain grasp cn s>Jord. Continue 
shuffle step for - ih couiits, on count Yj^ anr.- 
l6-'-raise right arms high overhead - make 
^ turn right - face center - lov;ev suoic:g 
hip level - retain grasp in "hiltpoint^' 
position ♦ (Ililt of o\m swoixi in right hand, 
neighbor's point in loft hand) 

Over Neighbor's Sv7ord: (All dancers stand) Hilt-point 

position. All facing in. 

(1) 01 and 6 lift sword ovorh2?.d - r?. imC 2 xcv:cr 
swoi^d* //I turning left, stop over l^v/ercd 
sword with left foot followed by right, com- 
pleting turn* 

(2) //I and 2 raise sword - ^2 and 3 lower, if 2 stop 
over. 

(3) //2 and 3 raise sword - ^3 and 14 lower, If} sto;: 
over. 

No definite time for step ';ut ^.ith practice r "ly * 
performed in eight measures of music. If othur 
groups do not finish at same time, have circle side 
step to beginning of next phrase of music. 

Right Over Left Lock; (Dancers side left) All fuoe center 

hilt-poiat position^ All cross right hand ovc r 
left--pass own hilt to dancer on left--tako hilt 
being passed from person on the right--pres3 that 
hilt under point held in left haM^-spreuI poui'. 
and hilt evenly to form a hexagcria'c aec^ijO - 3/: 
counts. 

Circle V/ith Lock Overhead; (All face left- shuffle stop cJ.ock- 
wise • ) 

//I hold lock overhead with one hilt or with two 
hands on one hilt, arms straight, ri2 to 6 follow 
in circle for - l6 counts 

Rose and Draw: (All continue moving lefx>) 

^1 lowers lock to center of circles-all hilt 
nearest right hand* (Be sure to h^.vo h'lt.) 
Ih counts. On count IS all lift lock from hip 
level to shoulder level. On count l6 lower lock 
and at same tine dra\; ^:word from Ick, do'n: a-Yl 
across body and r • c: .ter : rep Mt cI 

PART TvX) 

Repeal- C]riSh 

Repeat Slicv3dor3 and Elbo';;a 
Double Over; 

(1) //I and C and -..^ and 3 rait^J :words. . and Z 
Icwor r, 'ord. Vi ar i ? bo-' h sl^v ov-'^r " -^^'^r^d 
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sv;ord, //I loft and ri^lit, if 2 v?ith right then 
left. Both end facing in 

(2) #1 and 2 and jf'i and l\ raise, //2 and 3 lovjcr. 
#2 and 3 step over together. ff2 left then 
right, //3 right then left 

(3) Continue until 1^3 and \\y ffh and 5, //5 and 6, 
//6 and 1 step over 

Again no definite tirae, but Kith practice can bo 
performed in l6 counts. If needed, side stop so 
that all can start next part at beginning of next 
phase of music . 

Repeat Lock 

Repeat Circle V/ith Lock (Nip-It Lock) norc difficult. 
Repeat Rose and Drav? 

Part 3 and Part I4 becorae increasingly difficult. For rj:*.::t:". 
boys, suggest dance consist oi' part 1, part 2, and repeat part T. 
For exit, after Rose and Draw in repeat of part 1. lopeat Locx 
and Circle With Lock then all follov; ;/l off dance floor. 

ticcorpt From-- 

Folk Dances of the British lalos 
Duggan, Schlottraann and Rutlodge 

"Baiiiboo Pole Dance" - Recordiiig '^Tinikling" - Michael lleman's 

Special Folk Dance A3.bun 
Suggested Progression in Teaching: 

Teach the stick pattern v/ith hands and than polos; 

Beat 1 - strike floor or boards (l ft, apait) 

Beat 2 - strike floor or boards (1 ft. apart) 

Beat 3 - strike poles together 

Teach the basic steps, 

Tinikling step 

Left Hop once on left foot outside poles followed by two 
hops inside poles on sane spot first by right foot 
and then by left (LRL 3 beats)- 

Right - Same as left except v;ith opposite feet (F^LR --3 beats; 

Baiiboo Hop 

Left Sai^.e as the Tinikl?^^.f^ Stop eicepl- the two hops inci'x'o 
the poles are done on the saiae foot (LRR --3 beats) 

Right - Sano as the Tinikling Step except the two hops ii:isido 
the poles are dono on sane foot (rXL --3 beats) 

Helpful Hints: 

Put stick and feet together 

..use gclf tubes - no danger of bre-iLo-ng up the st,".Ci<^ 

until they learn how 
..in groups of 3 - nore practice 

.,try :.o nvnic - p'^k or', bctt-^^ ^^i<ip tr'^ on t^i 
ref \:r ics* 

. .Icl ther ;ork in mrl" ^ir'^ov ore. '.n': ^ir o\ . ,t:r:'-: 



Parachute Dance 

(1) ^'Circassian Circle" - Folkraft F1115-13 

Formation: Single circle of couples facing the eonter, girl th'^ 
partner's right* All hands on parachute. 

Measures : 

1-8 Lift parachute forward and back. All walk Q stops forw?.rd 
to center and 8 steps backward to place, 

1-8 Lift parachute, girls to center and then como back. 

Girls release parachute and walk 7 steps to center and 
curtsey and then v:alk 8 steps backward to place* 

1-8 Hold parachute with loft hand and va2.k l6 Jl?ns Cjvcxtci- 
clocl-rijiso * 

1-8 Change to right hand and walk l6 atopL: clockv;ise. 

Repeat dance as above, except beys to the center with 6 
steps, turn right about and step to next girl • 

{2) ''La Raspa'^ 

Fornation: Single circle of couples facing center > girl cn pa};tnv ^ 
right 

Part I 

Flap parachute 3 tJ-nes, then spring on loft foot and send r:;;at 
foot forward, heel down toe up. Spring cn right foov and ocnd left 
foot forward, heel down toe up* Spring on left foot and send rif^ht 
foot forward, heel dov/n toe up 

Part II 

Repeat above except spring on right foot. Do I arid ;;i t^'lco. 

Part III 

Hold on to parachute with loft hand and skip l6 skipping steps 

counterclockv?ise . Change hands and hold with right hand and ski*^ 
l6 skipping 3teps clocki^ir^e. 

Repeat dance. 

Do pari III with a slide step. 
Repeat dance. 

Uo part III vjith a polka stop, 
Repeat dance ^ 

Dc ~rc j' " with a f^a1].op. 



(3) '^Green Sleeves'^ 

Formation: Single circle of couples facing counterclockwise 
holding on to parachute with left hand 

Measures : 

Part I 

1-8 All walk briskly counterclockwise l6 steps holding parachute 
v?ith left hand. 

9 - 16 Change and walk clockwise 16 steps holding parachute with 
right hand. 

Fart II 

1? - 2h Boys stop ajid grasp parachute with both hands and muahroora 
the chute as the girls continue walking clockv;iso weaving :'. ^ 
and out around boys to a now position, (I6 walking steps and 
stop on the left of the fourth boy) 

Repeat dance as above, except that girls mushroom the parachute 
and the boys weave in and out in a new position. 

The above Parachute dances were developed by: 

Dr. Frank Langsner, Professor of Physical Education 

Plorgan State College, Baltimore, Maryland 

d.xTieatals of Dance 

Basic Dance Steps 

The following dance steps are basic to many of the folk dancen tavght in 
physical education; however, it is not necessary to teach the formal step 
in order to perform the dance, .'!any dances can be modified tc neet the 
ability of the teacher and students. 

a. Polka step (2/li teir:po) 

(1) Coimt 1: Hop on right foot. 

(2) Count 2: Step forv;ard on left foot, close right to left, step ]■ 

b. Bleking (2/h tempo) 

(1) Count 1: Bleking is a hop step in which the free fcot is 
extended fon.^ard with the heel touching the floor. 

(2) Count 2: Change quickly, bringing tha fcr..\.rd foct bade I'cc 
the hop and extending the opposite foot foivard. 
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0. Tvfo-step {2/h terapo) 

(1) Step 1: Step left - close right - step left. 

(2) Step 2i Step right - close left - step right, 
d, Schottische ik/h tempo) 

(1) Step 1: Step L, R, L - hop L 

(2) Step 2: Step R, L, R - hop R 
t':r.ce Formations 

a. Single circle, facing in 



> 



\ 



b. Single cirile, partners facing 





c. Double circle, couples facing countorclockwiso 



/ X 



cl. Double circle, partners facing 



e. Double circle, couples facing 



x, 2 couple sots, scattered 



ERIC 



g. Groups of 3 



h» Groups of 3 facing 



i. Longways fomation 

j • Quadrille or square formation 



Folk Dances in Approximate order of Difficulty 



Country 

'^How Do You Do, l-ly Partner^' Sweden 
"Round and Round the Village^' England 



»'I See You^» 
^'Bridge of Avigon^' 
•Jump Jim Jo'^ 
"Gay I^iisician^' 
"Folly Vfolly Doodle' 
''^.hc V-lr'at" 
'•Hi Little ] 
"Little D^itch Girl^' 



Sweden 

France 

U.S. 

Franco 

U.S. 

C^ech. 

Sweden 

Holland 



Descriptive Comment 
Partners or single circle skip 
Circle walk, skip 
Partners skip 
Circle, skip 

Circle jump sidestep, run 
Circle walk skip 
Circle slidO; valk 
Walk skip 
Stanr 
V:alk 



185 





Country 


Doscriptive Corrv'iv^.at 




Sv;edon 


Circle, heel and too- 


'^ly-i iicv Bolinda'' 


U,S. 


CirclG, valking 


■;:an:.Gh Dance oC GrcJtins" 


Denjoark 


CirclO; Run, Stor;j 




Goinany 


Ccuplo Si-cpdraw, J^tanp 


■ Good IJ:.ght L::dp,cs'f 


UcS. 


Doublo Circla, Sk^p 


^'Tur.i Arovjid ile^^ 


Czech. 


Circle or line Rvn-Walk 


"'Snoenaker ' c Dance^' 


Donmark 


Skip or for./ard polka 




Finland 


Dov;blo circle schotti-Bche 


•:":ni:'3l and Crotol'' 


Gennany 


Circle partners Slide, valk. 


r^:'ncG'* 


U.S. 


V/alk, run 


•'Groo^/i Sleeves'' 


Fngland 


VJalk 




Sv/oden 


Circle or ].inc p^i:. 


Ten P/o-cty Girls^' 


U-3. 


Group or couple !;alk grape v^in: 




Derjnark 


Stop hop 0:' ^kli 




Scot. An* 


Circle valk, skip 


"Cono Lot Us Be Joyful" 


Gemany 


V/alk - Skip 


= iL'P Korr Arinoka" 


Sveden 


V/a?.k skip polka stop 


Carrousel*^ 


Sveden 


Partners slido 


"Crested Hen" 


Denmark 


Trio Step - hop 




U.S. 


Colurnns^ skip v:a?,k 


^•Bloking" 


Sveden 


Circle Bleking S .op, St^p.,hop 


'^LXJjt^B i';an in a r^X'^ 






"Pop Gogs the V^easol^' 


U.S. 


Profjressivo coupla Skip or S 




valk 


•^La Rar^pa'^ 


Kexico 


Bleking Skip Imr 


■':-onkey Janco'' 


I!exico 


lino Grape vi 


'^Tantoli^' 


Sveden 


Cirolc - v.V\ \. 3c\ ■^ttV^c:\ 
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Country 


Descriptive Comment 


"Oh Susanna^^ 




Circle Walk-skip 


'^Chestnut Tree" 


Jhgland 


Circle schottische step 


"Gustaf 's Skoal" 


Si/oden 


Quadrille, walk skip 


"Ago of Diamonds" 


Denmark 


Couple step -hop -polka 


"Cshebogar" 


I^ungary 


Slide, skip, step, circle draw 


"Klumpakajis" 


Lithuania 


VJalk -polka 


"Glow Worm" 


U.S. 


\/alk 


"lioriu Itt€go" 


Lithuania 


Bleking step, walk 


"Virginia Reel" 


U.S. 


Contra walk or skip 


"Non;egian Mt. March" 


Norway 


Circle, step hop 


"Hora" 


Israel 


Grapevine Step cross step swing 


"Csardas" 


Hungary 


Circle, walking, slide 


"Tarantella" 


Italy 


2 couples in a set - step-hop^ skip 


"Chorkassiya" 


Israel 


Circle grapevijne, step hop 


"Sisken" 


Denmark 


Circle walk-vajtz 


"Irish Lilt" (Uasherwonan) 


Ireland 


Square sets of h V/alk - Skip 


"Ilinuet" 


France 


Minuet step, balance 


"Schottischo" 


Dennark 


Tivo-step walk 


"Seven Steps" 


Gemany 


Walk schottischo step - 




r rencn- 


wxrcxe , jtun 




Belgian 




"Circassian Circle" 


American 


Circle v;alk-sv/ing 




1. Basic square dance calls and terms 



a. 


Sot 






b. 


Numbering of stations and couples 


c. 




iieaa 




d. 






UBIi u 


e . 








f . 








g. 








h. 








i. 


ilvJlivJl J UvJV/j UX/C* 






j • 








k. 


PTHTTftn aH o 






1. 








n. 


Do -Si-Do 






n. 


To the center and back 






0 . 


iUlemar.de left 






p. 


Grand right and left 






q- 


Right and loft through 






r . 


Ladies chain 







Keep sot small. 



2, Honor Your Partner - Square Dances (These are 
presented in order of difficulty) 



Albun I 

Oh Susanna 

Head and Sides 

Honolulu Daby 
Do -Si -Do and ov/ing 
Around the Outside 
Ti;o Head Ladies 



Album II 

Yankee Doodle 

Sv:eet Alice 

Duck for the Oyster 
Ladies Chain 
Darling Nellie Gray 
Push Her Away 



Don't antici- 
pate the call* 
Don't talk or 
sing v?hilo a 
caller is 
calling. 
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Album III 
Loch Lomond 
Ladies Grand Chain 
Texas Star 

Loft Hand Ladies Pass Under 

Little Girl 
The Basket 



Album IV 

Patty Cake Polka Mixer 

Rochester Schottische 

Tandem Rochester Schottische 

Five Foot Tvro Mixer 

Narcissus 

Paul Jones Mixer 



^'Learn VJhile Dancing^' series on Modern Square Dancej 
(calls and choreography by Tom Bvaul) 
Rock Island Ride 
A Spoonful of Sugar 

Ha jo 

Big Daddy 

Hoe Boogie 

King of the Road 

i;heels 

Hoy, Look Me Over 
Git DovTn No, 1 
Kingston Toim 
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SELF-TESTINQ .n, c 



Self -Testing Stunts ..193 

Without Mats 193 

With Mats 195 

Free Exercise , 197 




Self -Testing 



Self - Testing Stunts 

According to O'Keefe and Aldrich, '-play activities of a self -testing 
nature appeal to a snail child because they give him a chance to test hiraself 
and to shov: h^/: companions what he can do.'^ It is a joyful, satisfying ex- 
perience. Physically, self -testing stunts help develop strength, flexibility, 
agility, endurance , and balance . 



Grade 
Stress 



BK-1 



Curriculun Content 



B2-3 



ERIC 



A, i/ithout nats 

!• Baby crav;l (hands and knees) 

2. Puppy dog (hands and feet) 

3. Lane dog (tv;o hands, one foot) 
li . Log roll (pencil roll) 

5* tgg roll (tuck, roll sidev;ard) 

6. aephant v;alk (stiff legs) 

7. Seal vvalk (drag legs) 

8. Alligator (all fours, flat) 

9. Ifelrus (drag body, pull with elbovjs or forearms) 

10. Bunny hop (both hands, then both feet) 

11. One leg stand 
12 . I^;in valk 

13. Inchvrorn 

lU • Frog junp 

15 • Rabbit jurap 

16 • Knee slop (jmnp) 
17. Foot slap (jump) 
18 • Heel slap (jump ) 

19. Kick yourself (junp and kick self v;ith both heels) 
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Comiaents 



No sharp ob- 
jects in 
pockets 



Keep body 
straight & 



long- 



Reduce friction; 
use smooth 
surface* 



Match partner 
by v;eight . 
Keep hands still 
when feet nove 
& vice versa . 



Arch back at 
height of junp, 



Arch back at 
height of jujnp , 



Grade 
otrosE 



3cir- To sting 



1 



Coimont^ 



20. Jumping jack \ 

\ 

21. Heel click (junp and click heels, one -Wo -three ) 

22. Coffee grijidor 

23. Crab ualk (feet first, head first, sideward) 
2li. All four's forvmrd, backward, and sideward 
2$. V;ring dishrag 

26. Chinese getup 

27. Athletic hand shake 

28. Chicken vralk 

29* Ivlieolbarrow (hold knees-fo et-ono foot) 

30. [{igh wheelbarrow (front man's foot on pusher's 
shoulders) 



Perform on 
hands & feet. 



Match partners 
of equal build* 
Hatch partners 
of equal build* 



Lot v;hoelbarrov; 
set pace* 





31. 


Side leaning rest (one hand - one foot) 








E 


32. 


Seal slap (push up - clap hands) 










33. 


Knee tuck jump 


Land 


on 


feet- 




3h. 


Side heel click 










35. 


Hand kick (arm held shoulder high - kick hand) 








E 


36. 


Double hand kick 


Land 


on 


feet. 


E 


37. 


Jump over own foot (leg extended--f oot held by self) 


Land 


on 


feet. 


B5-6 


38. 


Straight leg sit (grasp ankles, touch forehead to 
knees) 


V-brk for great- 
er flexibility. 




39. 


Straddle leg sit (grasp ankles, touch chest to 
floor) 










ho. 


Straddle leg sit (grasp one ankle, staiid by 
tm^ning held leg over other) 










hi. 


Junp - straddle toe touch 








E 


U2. 


Hitch kick - swing right, leg upv;ard followed 
by left leg kicking in one movement and land 
on right foot. (Reverse for left footed kicker) 
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Grade 
Stx^ess 



BK-1 



Jclf-Testinc 

[i3. Long reach (from squat-roach forward as far as 
possible) 

I4I4. One-half lover support from sit 

U^. Wall spring (loan forward, touch v/all, push back 
to stand) 

I46, Crano twist (bond fon/ard, head touching wall, 
full twist) 

1^7 . V;all dips (feet 1-2-3 foot fron baso of wall) 
V/ith nato 

Hote: use of mats does not infer that the children 
are nou tUiTibling. Wats are provided for comfort 
and safety. 

1. Log roll 

2. Egc roll 

3. Rocking chair (prone, iiold feet, rock on 
stonach) 

lii Billykin (tuck, roll onto back and sit up) 

5. Turn, sit and stand 

6* Junp one-half tv/ist 

7. Jump full twist 

8. V sit 

9. Front scale (stand one leg, body horizontal) 

10. Barrel roll (partners, one on top of other, 
facing, head to feet) 

11. Back to back v/alk (partners, with elbows hooked) 

12. Centipede (partners, bottoii nan, hands and feet. 
Top nan, hands only, feet rest on partner's 
shoulder) 

13. Forehead touch sitting (touch forehead with toes) 
ih* Forehead touch standing (stand on one foot) 



CojrjriQnt^ 



Keep body 
straight fit 
long. 

Keep in a 
tuck position* 



Land on feet. 
Land on foot. 



Roll side- 
ward , 



ERLC 



Grade 
Stress 



B2-3 



Sv;lf-Tcstinc 



B5-6 
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15 • Knee juxnp (junp to feet fron knees) 

16. Shoulder rest 

17. Shoulder rest and bicycle 
18 • Roll back to shoulder rest 

19. Repeat (18) to floor touch (touch floor-both 
toes-overhead ) 

20. Knee walk (hold up feet in back, with hands) 

21. Wrestlers bridge 

22 . Cricket walk 

23 • From on back to back bend 

2h . Back bend and walk hands to feet 

25. Back bend - walk feet to hands 

26. Back bend - walk (feet first-hoad first) 

27. Kneeling back bend 

28. Flank vault (fron front rest-swing legs 
to side to sit) 

29. Dead nan's fall 
30* One knee balance 

31. One knee balance and forward reach and 
return 

32. Russian dance (alone and doubles) 

33. Marine push-ups (push-up, hands and feet 
leave floor) 

3h . Piggy back ride 

35. Flying angel (wheelbarrow - no hands) 

36. Feet sit (bottom man on his back, top nan 
sit on his feet) 
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Comments 



Place palms 
on small of 
back , 



Use nat4 



Turn head as 
hands touch mat 



Use partners 
j equal build. 
I Use heavier 
child as base, 



37* Suan lift (bottom man on his back, both 

hand to hand, top nan swan on bottoms feet) 



38. Swan balance (same as (3?) except drop hand 
hold) 

39. Rear elbow lift 

Free Exercise 

Self -testing stunts combined with basic move 
ments can evolve into free exercise routines, 
Consult any good book on gymnastics. 




^ I D 0 0 p. A P P A R A T U S^^^^ 

Mats ?01 

Balance Beam 203 

Springboard and I^ts ,207 

Vaulting Box and Ife ts , 209 

Rings 210 

Trapeze 213 

Parallel Bars 21h 

Horizontal Ladder , » , .216 

Clinbing Rope , 2l8 
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IMDOOR APARATUS 



CURRICULUM CONTENT 

Indoor Apparatus 

Mats (tumbling) 

1* Egg roll (sidoward roll) 

2# Forward roll 

3. Running fon;ard roll 

U* Forward roll dov.Ti inclino (mat covered 
spring board ) 

5- Forv;ard roll on double layered, mat 
covered, tube rafts 

6, Forward roll dismount from v;heelbarrow 

7. Shoulder rest balance (bicycle position) 

6, 'ly^ sit with flutter kick, with criss- 
cross kicks 

Combine baby crav/1 with ogg roll. 

10 • Combine puppy dog vdth egg roll. 

11- Forward roll from stand to stand 

12, Straddle log forv^'ard, roll to feet 

13 • No hands forward roll 

ih* Series of three or more forward rolls 

15 • Continuous forward rolls (stay in tuck^ 
use hands on first roll only) 

l6, Fon/ard roll on rolled up mat - longways 

17 • Forward roll over rolled up mat - cross- 
v;ays 

l8* Back^v^ard rolls 

19* Frog head stand 

20^ Head stand (third grade) 



Cormnents 



Have child 
tuck head. 



Use one foot 
take-off, two 
foot take-off. 



Have child try 
for good bal- 
ance. 



Have child 
roll to feeti. 



Use proper 
hand placement^ 
land on feet • 
Use triangular 
base. 
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Grade 
Stress; 



E I 



E 
E 



FRir 



Indoor ApparatuG 

21, Cartwheel 

22* Bade I'oll dova incline 

23. Coir.bination forv;ard -backward rolls 

2I4. Dive and roll 

25. Backv;ard extension roll 

26. Cartwheel (right - left) 

27. Comb in at: cn forward roll and back- 
ward roll 

28 • Forv.rard roll to frog stand to head 
stand, forward roll dismount 

29. Cartwheel to a forward roll 

30. Head stand with various leg positions 
(split, straddle, etc . ) 

31. Ti;o and three man pyramids 

32. Dive over rolled up mat 
33 • Divo over partners 

3ii, Round «off 

35- Continuous cartwheels 

36 • Round-off to back extension roll 

37. Assisted handstand 

38 , Momentary handstand - chest roll dismount 

39 • Backward roll to chest roll to feet 

ho. Round-off to back roll to chest roll to 
feet 

hi. Shoulder spring off rolled up mat 
U2 . Pyramids of various t;ypes 
l43. Partner balancing stunts 
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Comments 



Use two foot 
take-off. 
Have child 
avoid stepout. 



Feet should 
follov; path 
of head , 



Use one or 
two helper: 



Have heavy- 
weights on 
bottom * 



Grade 
Stress 

RK-1 



B2-3 



ERIC 



Indoor Apparatus 

Balance beam 

1. V/alk forv;ard on bean, arms held sideward. 

2. Walk backward on beam, arms held sideward. 

3. I7alk to the middle, with arms held sideward; 
turn around and walk back^rard, 

Walk forv:ard to middle of beam, then turn 
and walk the remaining distance sideward left 
with weight on ball of foet- 

5. '-^Ik to center of beam, then turn and 
continue sideward right, 

6, Walk forward with left foot always in front 
of right' 

?• 'Walk forward with right foot alv:ays in 
front of left, 

8, Walk backi^ard with left foot always 
in front of right, 

9. V/alk backward with right foot always in 
front of left, 

10. W^lk forvjard with hands on hips.. 

11. Walk backv^ard with hands on hips- 

12. W-alk forward and pick up a blackboard eraser 
from middle of beam. 

13* W^alk fon;ard to center, kneel on one knee, 
rise and continue to end of beam. 

ll* Walk forward with eraser balanced on top of 
head . 

15 . W^alk backw^ard with eraser balanced on top of 
head. 

16. Place eraser at center of baam. Walk to 
center, place eraser on top of head, continue 
to end of beam* 

17. Have partners hold a wand tvyolve inches above 
center of beam, l/alk forwarc? on beam and 
step over wand . 
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Comments 



Stress walking 
not running. 



Keep in mind 
that object i^ 
balance » 



Grade 
Stress 



Hi4 



ERIC 



18. 

19. 

20. 
21. 

22. 

23 

2h. 

2$. 

26. 
27. 
28. 



29. 



30. 



31. 



32. 
33. 



Indoor Apparatus 

V/alk backv/ard and step over v;and., 

Have v;and hold at height of throe feet. 
V/alk forward and" pass under it. 

I/alk backv;ard and pass under v/and. 

Walk bean backv/ard with hands clasped 
behind body- 
Walk beam forv.'ard, arms held 3idev;ard, 
pains up, with an eraser on the back of 
each hand, 



Comncnts 



V.'alk bean: fonvard, arms held sidev;ard, i 
palms up, v;ith an eraser on palm of each hand. 

V/alk bean back;/ard, arms held sidcv/ard, pains i 
up, vjith an eraser on back of each hand. 

I 

V'alk the bean backviard, ams hold sidev/ard, 

palms up, v/ith an eraser on back of each \ 

hand, and one on top of aead. \ 

Malk bean sidev;ard, i^ight, v;eight on ballo 
of feet. 

V/alk beapj sideward, left, v;eight on balls 

of feet- \ 

i 

Walk forv:ard to niddle of bean, kneel on j 

one knee, straighten right leg forward ] 

until heel is on bean and Knos is straight. i 

Rise and valk to end of bean* | 

V/alk forv;ard to niddle of beam, kneel on i 

one knee, straighten left leg forward 

until heel is on bean and knee is straight. ; 

Rise and walk to end of bean, j 

i 

V/alk back^/ard to niddle of bea:i, kneel on i 

one knee, straighten right leg forv;ard | 
until heel is on bean and knee is straight. 
Rise and walk to end of bean, 

V.^lk backward to niddle of bean, kneel on [ 
one knee, straighten left leg forward until 

heel is on bean and knee is straight. Rise ^ 

and v/alk to end of bean. i 

j 

Hop on right foot, the full length of bean. 1 
Hop on left foot, the full length of bean. 



2 Oil 



Encourage use 
of proper foot 
wear. 



3h. 



Hop on right foot, the full length of beam, 
then turn around and hop back- 



35 • Hop on left foot, full length of bean, then 
turn around and hop back- 

36. Walk to middle of beam, balance on one foot, 
turn around on this foot and walk backward 
to end of beam» 

3?. Walk to middle of beam left sidev.'ard, turn 
around and v;alk to end right sidev/ard. 

3B. V/ith arms clasrped about body in roar, walk 

the beam forward « ' 

39. Vlith arms clasped about bodj*- in rear, walk 
forward to middle, turn around once, walk 
backv;ard the remaining distance* 

ho. Place eraser at middle of bean, walk out Boan bags can 

to it, kneel on one knee, place eraser on bo used too, 

top of head, rise, turn around and walk 
backward the remaining distance. 

l4l* the bean backward with an eraser ; 

balanced on the back of each hand. At 
the center, turn around and v;alk back^v/ard \ 
to the end of the beam, 

^2. I'alk to middle of beam, do a right-side 
support, rise and then v;alk to end, 

h3' Walk to middle of beam, do a loft-side 

support, rise and walk to end. , 

hh^ PI ace eraser at middle of beam, l/alk 

out to it, kneel on one knee, pick up \ 

eraser and place it on the beam behind ' 

pupil, rise and continue to end* , 



; h$ . VJalk to middle of beam, do a balance 

stand on one foot, arms held sideward 
\ v:ith trunk and free log held horizontally* 

B5-6 ] h6. Place eraser at middle of beam, walk beam 

; left sideward, pick up eraser, place it 

on right side of beam, turn around and 

walk right sideward to end of beam* 
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Grade 
Stress 



D5-6 



in. 



U9. 



'So. 



^1. 



52. 



56. 

'SI. 

60, 
61. 



Indoor Apparatus 

Hold v;and 15 inches above boan. Balance 
eraser on head, walk forv;ard stepping 
over v;and. 

Hold v;and 15 inches above beam, Balance 
eraser on head, walk backward stepping 
over v;and. 

Hold v;and l5 inches above beain. Balance 
eraser on head, v;alk sideward right, 
stepping over v;and% 

Hold vmnd 15 inches above bean. Balance 
eraser on head, v;alk sideward left, 
stepping over v;and- 

Have wand held at height of three feet. 
Walk forward, hands on hips and pass 
under 5.x,, 

\/alk back^N'ard, hands on hips and pass 
under w.'md. 

Fold a piece of paper at right angle so 
it will stand on the beam at the niddle . 
Vi'alk to paper, kneel, pick it up with 
teeth, rise and vralk to end of beam. 

Place paper as in #53. Walk out to it, 
do a right-side support. 

Place paper as in /f53. Walk out to it, 
tc a left-side support, pick up paper 
with teeth and walk to end of bean» 

Hop to middle of beam on right foot. 
Turn around on same foot and hop back- 
ward to end of beam. 

Hop to middle of beara on left foot. 
Turn around on same foot and hop back- 
ward to end of beam. 

1/alk beam forv;ard, eyes closed* 

V^^lk beaia backv;ard, eyes closed- 

v/alk beam sidev/ard right, eyes closed* 

Stand on beam, feet side by side, eyes 
closed and record number of seconds 
balance is maintained* 



Comments 



Provide spot- 
ters for 
exercises 
involving 
kneeling* 



j Eiicourage 

j concontractioa 

I and safety. 



er|c 1 
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Grade 
Stress 



Indoor App^^ratus 

62. Stand on beam, one foot in advance of tlie 
othex^, eyes closed, and record number of 
seconds balance is naintaiiied, 

63. Stand on right foot, eyes closed, and 
record number of seconds balance is 
maintai]ied . 

6iu Stand on left foot, eyes closed, and 
record number of seconds balance is 
maintained* 

65. l^alk beam sideward left, eyes closed* 

66. Partners start at opposite ends, v;alk 

to middle, pass each other, and continue 
to end of beam. 



Corrjnents 



BK-1 



Note: If a regulation competitive balance beam is 
available use exercises suitable to this 
piece of equipment* Refar to bibliography 

P. 33. 



Springboard 


and mats (double thickness 


) 




Keep exorcises 


Approach 


Take -Off 




l^^ercisG 


! in progression* 


il. I/alk 


Stand on - one foot 


Stop 


off, one foot 


; i faster ore move 
, before going 


2 . Malk 


Stand - one foot 


Jump 


off 




3. I/alk 

i 


Stand - tv;o feet 


Jump 


off 


1 
\ 


'i4. Ualk 


i/alking one foot 


Jump 






|5. ^/alk 


talking tv;o feet 


Jump 




! 


6. Walk 


Hurdle step, tv;o feet 


Jump 






7 . ;;alk 


Hurdle step, tv;o feet 


Jump 


v;ith turns, ^j, ^-^ 




8 . Malk 


Hurdle step, tv;o feet 


Jump 


v;ith claps &: 


Stress tv;o 



slaps v;hile in air: 

Clap hands in front 
Clap hands in back 
Clap hands, front to 
back 

Slap sides 
Slap knees 



foot take -of ,t% 



ERIC 
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"Grade 1 
Stress 











1 

3 


i 

1 Approach 




Take -Off 


Exercise 


B2-3 ' 


9. 


Run 


One 


foot 




Run in air 


10. 


Run 


One 


foot 




Jump 


11. 


Run 


One 


foot 




J>jjnp for height 


12. 


Run 


One 


foot 




Jump for distance | 


13. 

f 


Run 


Two 


feet 




1 

K-1 exercises from 1 
B through ^^8 | 


Bli 


Ih. 


Run 


Tv;o 


feet 




Tuck jump 


15. 


Hun 


Two 


feet 




Straddle jump ; 


16. 


Run 


Tv?o 


feet 




j 

Stride jump | 


' 17. 


Run 


Two 


feet 




Pike jump j 


' 18. 


Walk 


Kneol-two 


knees 


Forward roll I 


19. 


V/alk 


Stand -two 


feet 


Forward roll 




20. 


Run 


Two 


feet 




Kindergarten-first 1 
exercise 8, add ^ ' 
tvdsts ; 




21. 


Run 


Two 


feet 




! 

Repeat above jurips. 
Add forward or back- '• 
ward rolls after ! 
landing on both feet. [ 

1 


B5-6 


22. 


Run 


Two 


feet 




Various jumps add 
twists. Add rolls j 
after landing. 1 


, 23. 

1 


I7alk 


Stand -two 


feet 


1 

Dive and roll \ 


i 2h. 


Run 


Two 


feet 




Dive and roll i 


25. 


Run 


Two 


feet 




! 

• liirnn <^\Tov vi^T^Q 

uujii^ UVOX xupu ^ 


' 26, 

1 


Run 


Two 


feet 




Combine with vaulting i 
box & vaulting box 1 



Coirinents 



Stress proper 
take -off. 



Allow time for 
students to 
build up 
courage* 
Stress landing 
on feet# 



Stress working 
board for op- 
timum height. 



Use spotters 
to begin. 



Safety. Use 
imier tubes 
under double 
layer of mati 



stunts . 
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Grade" 
Stress 



BK-1 



B2 -3 



Indoor Apparatus 
Vaulting box (use lowest section) (mats) 



Comments 

Let child do- 
vise own stunts# 





Approach 




Take 


•OffHMount 


Exercise - Dismount 




1. 


V/alk 


Climb up, 


sit on 


Slido off, land on footj 


Use double 


2. 


Walk 










thickness of 


Climb up, 


stand on 


Jump off, land on feet j 


mats for 




Walk 










safety^ 


3. 


Clxmb up, 


stand on 


Jump off, ^ turn, R & L ' 




Walk 


Climb up. 


ooanQ on 


uump oil, ^ turn i 




5* 


Run 


One 


foot. 


jump on 


i 

Jump off ; 




6, 


Run 


One 


foot. 










Run 


One 


foot. 


J uiQjj on 


i/ump oil, ^ tiUm . 




8. 


Run 


One 


foot. 


juiup un 


dump oil, slap knees 














in air \ 




9. 


Run 


One 


foot 


- jump on 


Straddle jump 


Stress as much 


10. 


Run. 








1 


height as 


One 


foot 


- jump on 


Tuck jump 


possible # 


11. 


Run 


Two 


feet 


- hands on 


Front vault, L & R 




12. 


Run 


T;^o 


feet 


- hands on 


1 

Flank vault, L <Sc R | 




13. 


Run 


Two 


feet 


- hands on 


1 

Kneel on, knee jump off 1 


Stress landing 


Ih. 












on feet* 


Run 


Two 


feot 


- hands on 


V/oif vault, L & R 





16, 
17. 



All ap" Repeat all previous 
preaches mounts on high box 
running 



Run Two feet-hands 

Run Two feet-iiands on 



Repeat previous exer- 
cises on high box. 
Use forward roll on 
landing mat for body 
control* Be sUre 
pupil lands on feet 
before starting roll , 

Straddle vault 

Squat vault 



Use wall 
charts as 
learning aid* 



Have child 
land standing • 



Notxj: Teach use of springboard or mini -trampoline and 
add to use with high vaulting box* 
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Grado 
Stress 



Approach 



B$-6 I 18, All ap- 
proaches 
i running 

I 
I 
) 

'■ 21. 
I 22. 
23. 



; 2h, 

I 25. 
i 26. 
21. 



Indoor Apparatus ; comments 

Tako-Off-MoUiVt Exercise - Dismount ' 

AJJ take-offs-two ft. All exercises done with 
exception listed springboard or mini- 

below tramp 

Tvjo feet 

Two feet 

Two feet 
One foot 

Tv;o feet -hands on 

Two feet-han Js on 

Tv;o feet-hands on 
Two feet-hands on 
Ttvo feet -hands on 



Jump on top of box i 

Jump on top of box, jStross landing 
land and forward roll .on feet before 

! starting roll. 
Jump over box j 

; 
1 

Thief vault 

Rear vault-left k \ 
right \ 

Long box-forward ; 
roll on top 

1 

Long box-straddle ; 

i 

High box-squat vault j 

High box -forward roll 
over i 



T;;o feet-hands on Shoulder - spring 



!Put mat on top 
of box. 



BK-1 



ERIC 



Rings 
1. 



Chin on the rings 

a. sitting position 

b. Standing position 

2 . Chinning 

Child start? exercise from extended chinning 
position. Flexing arms, child brings body up 
until ring;:"' are level with and close to chest. 

3. Inverted hang - legs spread 

1^ . Inverted hand - legs together 
^. Hang - tv;o hands, one knee in ring 

210 



jEinphasizo 
Iproper grip. 



■ Emphasize 
t keeping body 
: straight - 



I 



B2-3 



E2-3 



B2-3 



ERIC 



6. Hang - both kneos 

7. Hang - both kneos, climb up to sit in 
rings 

8. Skin the cat (backward only, release ring 
when feet touch floor) 

9. Skin the cat 

From hanging position, pupil pulls with his 
arms and at same tine swings his body and 
legs upward, pulling knees toward his chest. 
Legs are kept inside arms. Pupil can chin 
first, if desired, to help raise legs. Lags 
make complete circle through arms and pupil 
hangs with feet down as far as possible. 
He can then reverse exercise, or drop to 
mat. During exercise, feet shovld be kept 
together and head up. 

10. Skin the cat to stand - dislocate 

11- Inlocate to put skin on cat 

12 , ;«fonkey hang 

After pupil has skinned the cat, he can 
assume the monkey hang position by suspending 
from one hand, He should reach as far down 
as possible before releasing one of his hands. 
Gripping ring tightly, pupil continues to 
hang from one ring and makes a full circle by 
twisting body before regrasping ring. Arms 
should be alternated and direction of circle 
changed. 

13 • Bird ' s nest 

From hanging position, pupil pulls with his 
arms and at the sa.ne time raises his legs, 
drawing the knees toward his chest and 
hooking his toes through the rings. Legs 
are on the inside of the arms with the 
knees as near to chest as possible. He then 
arches body forward and back, and brings his 
head up so hi.^ is facing fir or. He can then 
return to starting position by reversing 
operation, or he can releasehis toes, touch 
mat, and then reverse. 

lU* Bird's nest-one foot-two hands 

From the bird's nest position, pupil can 
assume the one foot hang, by releasing one 
foot and extending the leg. 
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j Use spotters. 



Use inner 
tubes under 
mats for 

safety. 



stress 



Indoor Appar^^tug 



15. Bird's nest-one foot-ono arm, opposite sides 
(left foot-right arm) 

16. Sit in rings - straps behind arms-grasp 
rings-forward roll dismount to hang. 

17 • Inverted hang - inverted one -half lever - 
back circle to hang or stand - dislocate - 
dismount 

18. Inlocate - pull to inverted one-half lever - 
forward circle to hang with one-half lever - 
pull up to straight leg hang - c . smount 



Comments 

Try overhead 
projector v;ith 
overlays to 
show stunts* 



19 . Back circle - dislocate 
circle 



inlocate - fon^ard 



B5.6 



E 



20. (Series of bird nests) bird nost to one foot 
bird nest to one armj one foot bird nost - 
one -half roll under and regrasp with free 
hand - dismount 

?1. Single leg cut-off - forv/ard 

From hanging position, pupil pulls up with 
his arms, at the same time swinging legs 
and body upward with knees close to chest. 
Both legs are then straightened upward, 
and right leg is lowered toward crook in 
right arm. Pupil should keep his eyes on 
rings. As right leg comes dovmward to 
arm, right hand should be released v;hile 
v:eight is shifted to left hand holding 
ring. After leg passes through, ring 
should be regrasped with right hand. 
Repeat with left leg. 

22. Single leg cut-off and catch 

23. Double leg cut-off and catch - both legs 
cut off one arm 

2I4. Single arm cut-off - backward (straddle 
one arm) 

25. Back circle dismount 



! Ehphasizo 
! hold ti,^.ht1 ! 



■ Use spotters 
^ throughrjuxo 



Start as skin the cat. Tuck position — 
as body passes between rings release grip 
and land on feet. 
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Grade 
Stress ' 

r 



BK-l 



E 

D2-3 



Indoor Apparatus 

26. Straddle dismount backv;ard 

Start back circle, straddle both arms. 
Just before legs touch arms release grip 
and continue back somersault to feet. 

27. Straddle dismount forward 

Proceed as in single leg cut-off, except 
spread legs and cut-off both arms* 

28. Jump to straight arm support 

One -half lever. Hold one -half lever and 
slov/ly lover to straight arm hang. 

29. Jump to straight arm support - forv;ard roll 
to hang. 

Trapeze 

1. Chinning - regular, reversed, mixed grip 

2. Hang - two hands, one knee 

3. False one knee hang - clamp holding leg 
with free leg, hold with two hands 

k» Low bar - hand over bar, arms and legs free 

5. Low bar - roll over bar, hand grip 

6. Hang - both knees, no hands, rograsp 

7. Sit-up from two knee hang 

8. Skin the cat 

9. From two knee hang skin the cat dismount 

10. From sit on trapeze, skin the cat dismount 

11. Bird's r)C3ts (variations) 

12. (Low Bar) juTip to support - forward roll 
dismount 

13 • Back circle to rest, forward roll dismount 
Ih. Inverted hang 



CommentiJ 



Use proper 
grip. 



Keep hands 
dry. 



Use adequate 
number of mat:: 

Don't crov/d 
performer 



213 



Grade [ 
Stress I 

i 



BK-1 



B2-3 



|3^!?.?.^.-^^P^.?l^J^^s^ 

l5 • Hang one -half lever 

16. Back circle to inverted hang Kith one-half 
lever 

Parallel bars 

1. Hang - at end and middle for five counts, 
add swing 

2. Hang - hands and heels, at end and middle, 
add sv/ing 

3. Hang - hands and knees, under middle of 
bars, add swing 

Ii. Repeat //2, v;alk head first, walk feet first. 

5* Repeat v;alk sideways* 

6. Hang - under one bar, hands and knees, vjalk 
forward and back 

?• Hang - hands only, both bars, travel 

8, Hang - hands only, side bar, travel 

9. Jump, support on side bar, walk. 

10. Jump, support on side bar, roll over from 
outside-in, 

11 • Inverted hang, at end and middle, legs 
spread 

12 • Inverted hang, at end and middle, legs 
together 

13. Skin the cat, at end and middle, facing 
out and in 

lli . Skin the cat, at end and middle, return 

1$. Skin the cat, on side bar, facing out 
and in 

16. Birds nest, middle of bars, longvrays 

17. Birds nest, hands on one bar, toc^s on 
other, across bars 



2II4 



Comments 
Use spotters. 



Cover base 
with mats. 



Use spotters 
throughout, 

Spotters keep 
arms under ba 



Stress keep 
hands dry. 



Grade . 
Stress, 



Bit 



B5-6 



E 
E 



E5-6 



ERIC 



Indoor Apparatus 



18 • Birds nest, hands and teas on ono bar 

19. Inverted hang - hrlf lever 

20. Hang - half lever 

21. Hang - half lever to birds nest 

22. Jump - cross arn support 

23 . Jump - cross arm support - swing 
2l\ . Upper arn hang - swing 

25. Jump - to side riding seat - ^4 turn to support 
on side bar - rear dismount 

26. Jump - to side riding seat - swing legs to 
seat on opposite bar - same dismount 

27. Jump • cross arm support 

a . Dips 

b. Swinging dips 

28 • Cross mount - travel - front dismount 

29. Cross arm support at end. Roar vault dis- 
mount, right and left 

30. Jump cross arm support in middle. Front 
vault dismount, right and left 

31. Jump, cross arm support in middle. Rear 
vault disinount, right and left 

32. Mount to side seat, one-quarter turn to 
rest across both bars, single log circles, 
each leg right and loft circles, side vault 
dismount over far bar 

33. Reverse grip, arm support mount on side bar. 
Cross chest balance across both bars. Half 
lever to drop catch on far bar, dismount 
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Comments 



Develop proper 
routine s. 



Tj,y film loop 
at station to 
aid learnings 



Use children's 
ideas • 



Use spotters* 



Indoor Apparatus 
Horizontal Ladder Exorcises 
Mounts 

1. Simple Climb Mount - Climb from outside 
ladder, roach for first rung* 

2. Inside Mount - Climb from insido ladder 
by holding onto vertical rails and climb 
with heels* 

3. Side ^bunt - Climb outside vertical rail 
by placing feet on either side of rail 
on rungs. Hold onto vertical side rail 
vath hands . 

I4. Jump Mount - Jump to rungs or side rail 
by spring. 

Dismounts 

1. Cliinb Dismount - Hanging from horizontal 

2. Side Climb Dismount - Hanging from side 
rail reach into rungs on side vertical 
rails v/ith feet, release grasp one hand 
at a time and reach for side vertical 
rail* 

! 

3. Drop Disr-iount - Look tovard the ground, bendj 
knees, let loose with both hands at same 1 
time and drop, landing lightly on the balls 
of feet. ' 

i 

Traveling 1 

1* Traveling on the horizontal ladder may be ! 
done v;ith one of three hand grips, ' 

a , overhand grip | 

b, underhand grip (monkey grip) 



Comments 



Use proper 
grip. 

Teach safety 
dii^nount first, 



Observe 
safety rules. 



Use inner 
tubes under 
mats for 
saf ety # 



c • alternate 

2, Gallop Travel - One hand alv;ays leads the 
other, I 

3. Hand Over Hand Travel - Down middle rungs , 

I 

i 
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Grade 
Stress ; 



Xndoor Apparatus 



BI4 



B5-6 



E 



BK-1 



32-3 



Bit 



B5-6 



ERIC 



r 



Comments 



I4. Hand Over Hand Travel - Skipping one 
rung each tine 

Hand Slide on Side Rail - Both hands 
slide dowi side rail 

6. Hand Travel Side Rail - Walk sideward 
on side rail. 

7. Crossover Hand Travel Side Rail - V/alk 
sideways on side rail with hands crossing 
over each other. 

8. Rung-Side Rail Travel - One hard on side 
rail other travels on the rungs 

?• Hand over Hand on Both Side Rails 

10. Double Jumping on Both Rails - Hand juinps 
on side rail* 

11. T\;o Hand Ju^nps on Rungs - Pull up into 
bent arm hang, junp sinult^ineously to 
next rung vdth both hands* 

12. Hand Over Hand, Legs in Half Lever « 
This may be done with many traveling 
stunts* 

13. Variations - Itony traveling exercises may 
be done by traveling backwards. 

Stunts 

1. Free-hang chin 

2. K^dified pull-ups 

3. Hanging thigh and log flex 

ii. Hang bring feet up and touch bar 

5. Double leg hang (knee) 

6. Single leg hang (knee) 
7* Bird's nest 

8, Bird's nest one foot 

9. Skin the cat 
10 • Monkey hang 
11. r:\verted hang 



j Have all child- 
! ren travel in 
same direction- 



Nc ''horso play'* 



Use inner tubes 
under double 
i thickness of 
1 mats. 



Climbing Rope 



Introduction 



Climbing ropes are frequently used as regular equiprient in a 
gymnasium, Rope climbing can be used to develop shoulder girdle 
strength and finger strength, The skills performed on the 'ropes 
are of value as developmental exercises, and may be used effectively 
as part of the gymnastic program . 

For safety, it is desirable that one pupil perform at a time, 
with one or more spotters and the other students at a safe distance. 



Grade 
Stress 



3K-6 



I 



Indoor Apparatus 



De velopmental Skills Using a Single Climbing Rope 

1, Pull-up 

Supine, rfipe held in both hands at chest. 
Keep feet in place and body rigid, pull up 
to a standing position using a hand-over- 
hand pulling movement. 



Comments 



po not slide 
down ropes* 



pave enough 
ptrength to 
plimb down< 



2, Stand, grasp rope with both hands shoulder 

height, rope pulled as far as possible to rear. ' 
Run forward with rope and at end of run spring 
onto rope, feet resting on the knot at bottom. 
Swing forward, backward, forward, and dismount 
by jumping off at end of back swing. To dismount, ^ 
pull body upward by bending elbows, spring back 
away from rope. Same dismount may be done at end ! 
of forward swing, ! 



ERIC 
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Indoor Apparatus 



Comments 



Chinning on the rope 



Wall chartvT 
aid learning 



Stand, grasp rope high above head. 
Keep a tight grip, hands on rope, bend 
elbows pulling body upward, head to hands* 
Lower to standing position* 



Stand on floor, grasp rope wii,h both hands 
over headt 

Pu].l upward with both hands, lift legs 
directly forward on either side of rope 
in a good position. 




Pike hang 



Pike is half 
lever» 
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Grado 

Stressj 



BK-6 



Indoor Apparatus 



5. Inverted hang 

Stand, grasp rope above head. 
Hold rope \Ath both hands, swing legs up 
and over head, placing one foot in front 
and one in back of rope and locking rope 
betvjoon legs. Hold inverted position for 
a fe\. seconds, then return to standing* 



1- 



Comments 



Use Gpotter3» 



6, Climbing with foot and leg lock 

Stand, reach upv;ard with both hands, grasp? n<j 
rope over head. 

Fall body upward, swinging right leg arouiid 
rope so that rope passes across right foot. 
Left foot steps on rope across instop. Reach 
upward with hands as the rope is inade fast 
with foot clamp, bring feet up as close to 
body as possible, and continue movomont. 



Use spotters. 
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Orado 
Stross j 

r 



Indoor Apparatus 



7. Cross-leg cliab, or shinny up 

Stand, reaching upvmrd with both hands and 
grasp ropo over the head. 
Pull body upward with hands as the legs 
overlap rope. 

Rope passes over instep of foot and is 
clamped to foot by back of ankle of other 
foott ContiDuo movement • 



Comments 



8. 



Descending with rope between the arches of foot ' Use f=potters 

I throughout. 

Assume climbing position on ropo, ready to ! 

descend. j 

Rope remains between arches of foetj legs ' 

slightly bent. Lower self with hand-over- \ 

hand movement, i 



ERIC 
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Indoor Apparatus 




Comments 



Descend with cross-log position 



jHave child hold 
'bottom of rope 
Ito steady for 
!climber# 



Assume climbing p.>sition on rope, ready to 
descend , 



Logs are crossed, right over left, and 
rope is gripped between ankles. Descend 
by bending knees and lov/ering hands 
alternately* 



Climb vjith hands only 

Stand, reach upward with both hands and grasp 
over head . 

Body v;eight must be shifted from side to side, 
v;hich is done by kicking legs forward v;ith 
knees slightly bent. Roach upward with 
right hand, then left, in a hand -over -hand 
movement » 
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Climbing with stirrup lock 



Stand, reach upward with both hands and 
grasp rope over the head. 

Ropa is on right side and is brought under 
right foot and over left foot, closing feot 
clampijig tightly on ropo. Reach upward v;it 
arms, pulling body upward, and again use 
stirrup position with feet. Continue move- 
ment. This may bo done with ropo on 
opposite side* 



\ 1 



12, Descend with stirrup hold 



Assume climbing position on rope, ready to 
descend , 

The rope passes down right side^ under right 
foot and over top of left foot. Open and 
close foot position and lower the hends* 



■1 
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Grade . 
Stress j 



Indoor Apparatus 



I 



K-6 



Stunts Using Two Ropes 

!• Pike positional or tucked position 

Stand between two ropes, grasping each rope 

at shoulder height. 
Holding onto ropes, lift legs in a tucked 

position to chest* 
Lift legs in a pike position. 



BK-6 



2. Inverted hang 

Stand between ropes, grasp each rope at 

shoulder height. 
V/ith a spring from feet, kick up to an 

inverted position, hold the position for 

a fevi seconds and then return to standing. 
3 pottii)R . There should be two spotters, holding at 

the shoulders. 



K.J 



ERLC 
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Comments 



Use tug -of -war 
rope tied to 
basketball 
supports or to 
phys -educator, 
if desired. 



Use spotters 
throughout. 



Grado 1 
Stress! 



Indoor Apparatus 



3. Skin the cat 

Stand between ropes, grasping each rope at 

shoulder height. 
Kick up into an inverted position and bring 

feet down over head rearv/ays, and hang. 

Let go with hands and land on feet. 
Spotting . There should be two spotters, one on each 

side holding at shoulders. 

kt Skin the cat and reverse 

Stand between two ropes, grasp each rope at 

shoulder height. 
Kick up with feet into an inverted position, 

bring feet down rearways until toes touch 

floor. 

Puch off with toes, go up to an inverted 
position, drop feet dowii forv;ard. 



ii 



BL-6 



ERIC 



5. Nost hang 

Stand between tvjo ropes, grasp each rope at 
shoulder height. 

Kick up into an inverted position. Eendins 
ankles, lock feet over rope above head. 
Still holding onto ropes, arch body as in 
a cradle position; hold position, either 
cor.e out forviard or skin the cat rearway.- 
to I'^oor, 

S potting . T^'.'o spotters one on each side, supporting 
shoulders* 

i ? 



■■ I 



22$ 



Comments 

Use overhead 

projector and 
overlays to 
aid learning. 



OUTDOOR APPARATUS 



Outdoor Apparatus. , , , 229 

Initial Safety Precautions , 229 

Jungle Gym 229 

Balance Beam , , 230 

Horizontal I^adder 230 

Parallel Bars , 231 

Horizontal Bars , 232 

Fence 233 

Specific Safety Precautions for Other Outdoor Apparatus 235 
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OUTDOOR APPARATUS 



Outdoor Apparatus 

All now schools in Baltimore County are being equipped v;ith an outdoor 
apparatus area containing, as standard, a jungle gjTTi, balance boain, two horizontal 
ladders of different heights, parallel bars and two sets of horizontal bars 
arranged in groups of three different heights. The viorking surface is covered 
with sand or tanbark and the area enclosed by a tv;o rail metal fence. 

Older schools nay have variations of this equipment, but they will have a 
usable area. 



In itial Sa fety Precautions 

Safety precautions and rules of procedures should be established for the 
children at the first class meeting. Specifically, children should be cautioned 
to v/ear proper clothing, have no pencils or objects in pockets, or wear danglin - 
jewelry or plastic hair holders. Children should bo taught to utio each piece of 
ipparatus safely, follow directions for group participation, and cooperate in 
protecting others by learning I'to spot." 

At the same, time, the teacher should become ''safety conscious" by checking 
the working area for sticks, stones, glassj filling in pothoies. ruts; checking 
appartatus regularly for broken places, loose bolts, and rough ^dges. 



Grade ; 

3^^033 Curriculum Content | Comments 

• Jungle Gym I 

BK-1 j 1. Safety i 

i ! 

i a, Avoid crowding. I 

t I 

I b. At least one hand and foot on apparatus at all 1 

tijTlGS j 

c, Proper overhand grasp (thunb around bars) ^ 

j 

I 2. Activities 

I a. '^Around the tov/n'' - circle arouj^d '^gyn'^ starvJing; Discourage 

I on bottom rail, Repeat on each higher rail. jur.ping fror. 



b, ''Up and dovm the Triountain" - clinb up one 
section and dovm next on outside - use all 
sections. 

c, Repeat //a and th on inside of "gy^'^^'. 

d, Clinb up outside and dov;n inside* 



i jungle gyn. 



e. ClijTib up outside > slide down firenan's \ 
pole. I 

f • Sit on rail. Ride q "biVo^j \ 



3tros£ 



BK-1 
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Outdoor Apparatus 



Coiments 



T\^0'kn8o hai^ig on outside 
h. 'Two-hand climb to top, no feot or legs 
Balance Beam 

Note: Refer to Indoor Apparatus Section for all 
balance beam progressions^ p* 203* 

.iorizontal Ladder 

1. Safety Precautions 

a. Children av/aiting their turn shoaJ.d stand 
a safe distance av;ay. 



b. 

c . 

d. 

G , 



Performers should use proper hand grips. 

Definite paths for entering and leaving 
apparatus area should be used. 

Performers should use correct landing. 

The overhand grip is the one used on this 
apparatus. Th e thumb m u s t bo on the 
underside to prevent slipping > 



2. ^'Up the Ladder and Down'' 

Stand facing end of apparatus; place one 
hand on each supporting pole; climb up 
the steps of the ladder, and dovm to 
starting position. 

3* "i^E the Ladder and Dovm the Inside' ^ 

Climb up the ladder steps, come dovm the 
inside of the steps - 

^ • the Ladder '^ - Around and Dov;n 

Climb up the ladder steps, reach around 
the supporting pole, come dovm the inside 
ladder steps. 

5 . '^Cne Run£ Hold'^ 

Climb up the ladder, reach and grasp 
first ining of ladder with one hand^ 
follo\red by the other, using overhrjid 
grip. Hold there for $ counts. Climb 
dovm the ladder steps . 
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Stress bending: 
kneos on 
land5-n:> 



Limit 'j.im? 
for lit'Iile 
tender hand:^ 



Grade 
Stress 



B2-3 
35-6 



BK-1 
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^ Outdoor 'Apparatus 

6. '^One R\ing Hang" -* Drop 

Glirab up ladder, hold on to the first/ 
second rung, using the overhand grip. 
Hang for 3 counts and drop by looking 
at landing place, letting go vrith both 
hands at once, and landing lightly on 
balls of feet; bend. knees imnediatoly 
upon landing to absorb shock 

7. ^' Sv;ing and Drop' ^ 

Climb ladder, grasp second rung with one 
hand, using a mixed grip. Palms are 
facing each other* Facing side of ladder 
cvjing body from side to side* Stop s^d.ng* 
ing, look at landing place and drop, 
landing lightly on both feet* 



Corunonts 



overhand grip 



mixed grip 



i 



8. Refer to Indoor Apparatus Section for 

additional horissontal ladder progressions 
p. 216. 

Parallel bars 

1. Safety Precautions 

a. One at a timo 

b. Proper grasp for exercise 

2, Activities 

Note: Refer to K-1 Paso Program for 

Indoor Apparatus S^^ction, p. 21U , 



231 



Limit turns. 
Too many suinr^s 
cause blisteru* 



ri?-3 


3. 


Rofor 


to 


Indoor Apparatus 


Section, 


p. 


21h, 




a. 


Refer 


to 


Indoor Apparatus 


Section, 


P- 




B5-6 




Refer 


to 


Indoor Apparatus 


Section, 


?• 


21$. i 



Grade 
Stress i 



Outdoor Apparatus 



BK-1 



B2-3 



Horizontal bars (chinning bars) 
!• Safety Precautions 

a. Hang by hands only. 

Dismount on back sv;ing* 
Two at a time to a section 



b, 
c i 
d. 



Try difficult stunts only under the 
teacher's direction* 



2. Grasping tho bar 

a. ( vorhaad grasp - 

b. Underhand 

c. Alternate 

3. Activities ' ^' 

a. Free-hand - use any of above grips 

b. Chinning - use any of above grips 

c. Hang - bring feet up and touch bar 

d. Jump - grasp bar — slide sideward 

e. Svdnging from the bar - nay be done 
from hanging position^ but is best 
taken from chinning position. As 
soon as chin reaches height of bar, 
hips are quickly and strongly flexed 
to bring the feet up in front of the 
bar; then the legs are shot out 
foruard and upward to s\.dng body 
forward, with back arched. Dismount 
on back swing, landing with knees 
slightly flexed. 

f • Hang - overhand grasp, hook one leg 
over, alternate leg, then both legs 

g. Do same as above letting go with one 

hand depending on v;hich leg you , 
hook over bar. 



Comments 



Use proper 
grip* 



Teach safe 
dismount. 



Observe gene: 
safety rules, 



Again do same as f and g adding a 
small rawing. 
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Grade j 
Stress 



Outdoor Apparatus 



35-6 



BK-l 
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i, "Skin-the-Cat^' advanced have them 
reverse after doing '^skin-the-cat 

j • Kneo hang chin up 

k. Chin to back of neck 

1. Pull-over — vd.th slight jump and 
swing fon^ard 

Leg and hand side s\Jing 

n. Hand and double knee hang, lovjer 
slowly to hang rearv/ays 

0. Single knee mount and circle 

Doubln knee mount and circle (advanced) 

q. Hip circles 

r. One am chin (grasp vn^ist) 

Back knee dismount 
t* Toe hang 

u. Uneven parallel bar exercises (low bar 
only) 

V, Trapeze exercise 

Fence 

1. Safety Precautions 

a. Use sensible precautions as to grasp 
and movement of hands and feet% 

b. One child to one section of fence 

2. Activities 

a. Step Mount 

Stand facing the bars, place both hai;ds 
■ on the top bar. 

Step up with one foot at a time on the 
lower bar. 

Step dovm, one foot at a time. 
Repeat 10 times. 

233 



Comments 



Use proper 
grip. 



Use spotters. 



! Obs'irvo safety 
1 rules. 



f 



Grade 
Stress 



Outdoor Apparatus 

b* Sit and Drop 

Sit doTm on lower bar and hold on to 
upper bar, 

Drop hips lov? and catch knees on lov; 

bar, hold on v/ith hands. 

Do to counts — down> up; down, up otc. 

c. Stand and Dip 

Stand on lovier bar, hang on to upper 
bar# 

Dip down, by bending the knees, hold 
on with hands. 

Do to counts — down, upj dov;n, up, otc 

d. Ride Fence 

Mount to the top rail and sit (like 

riding a horse)* 

Feet nay rest on lower bar. 

Stand up to look arou;:d, but hold on 

Viith the hands* 

Dismount using the lower bar as a 
stirrup^ 

e . Vfelk Sidev/ard 

Stand on first bar, both hands on top 
bar. 

v;alk sideward right, then left. 

f . Straddle V/alk 

Stand on first bar straddling top bar. 
Hold top bar. V/alk forv;ard, then 
back^^ard. 

g. Sit and Jump 

Sit on top bar facing the sand but not 
too near any apparatus, or sit facing 
the grass. Hold on to top bar with 
one hand on each side. Svjing the legs 
out at the same time pushing off with 
both hands. Land lightly on both feet 
by bonding knees upon landing. 
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Grade 
St re 3 G 



CutcJoor Apparatus 



Dii-6 



9 



DK-l 



h. Hanging Sloth 

Sit on bottom rail, turn and Jiang feot 
up on top rail> hold by crossing the 
ankles. Do the same with arms. Hang 
for $ counts, ^•Walk" head first to 
the next vertical bar. 

i. Modified '^ush Up 

Kneel on the grass side arms length 
from the bars, J)laCG both hands on the 
lovrer bar. Bond elbows and allovj 
chest to come near the bar* Push away 
keeping the body straight. Repeat 6 
times. 

j. Regular Push Up 

Hold lov;er bar and stretch body av;ay 
resting on toes. Lower chest to bar 
and push up to starting position. 

k. Pull Up 

Lie vdth chegt under lower bar and 
[ grasp bar. Pull up to touch chest to 

bar and lo;;er. 

i 1. Incline Push Ups 

i 

Place hands on ground and instep on 
I lower bar a body length from fence. 

Perform regular push-ups. 

m. Have children develop additional 
fence activities. 

I Specific Safety Precautions for other Outdoor Apparatu s 

I Due to their nature, the following three pieces of 
I apparatus, have some specific safety precautions. Their 
lvalue to a vigorous, skill developing physical educatic:i 
'program is minimal, 

i 

i Merry -go -round 

1, Twelve people is the safe load. 

2. Pushers should be extremely careful. 
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Grade 
Stress 



BK-1 



BK-1 



Outdoor Apparatus 

3 . Riders should get on and off only when 

merry-go-round is stopped or moving slowly. 
Riders getting off should move quickly out 
of the way, 

i4. Riders should not drag their feet or hang 
over the side. 

5. Riders should maintain secure grips at all 
times and remain standing* 



Sliding board 

1. Always go down board feet first in a 
sitting position . 

2 • Always try to land on feet and move quickly 
away from chute. 

3» Take one step at a time and use both hands 
going up the ladder* 

U* V/ait on '^stop'^ step until board is clear. 
Swing 

1. Always sit on swings. 

2 • Always swing alone . 

3. Only push someone if you are aflked« 

ii. Keep a tight grip with both hands, 

5. Always stop swing to get off# 

6. Look out for people walking too close to 
swings. 

7. Mark off an area around swings in v?hich non- 
sv;ingers should not enter (Ehter from 
direction the swing moves). 

8. Suing straight forward and back. 



Comments 



Avoid use in 
extreme hot 
weather. 
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GAMES 



Low Organized Games V* • « • « » 239 

ilo Goal Games , , 2hl 

Wany Goal Games , » 2iO 

Two Goal Games 2^4 

One Goal Games , , , 2h8 

Circle Games , 2^0 

Team 'ioll Games 2$S 

Team Games. , , 261 

Basketball , , ,....261 

Football 265 

Hockey 273 

^^et Games , *.277 

Soccer » , < , , a ....... . e283 

Softball , , 287 
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BASE PROGRAM 
LOW ORGANIZED GAMES 



A. No Goal Games 

1. Stone 

2. Red Lion 

3. Busy Bee 

h, Slovikie Pokie 

5. Man From Mars 

6, Little Abner 

^' 2.2^ Games 

!• Frog in Pond 

2. Boiler Bux^st 

3* Squirrel in Trees 

Ct T\^;o Goal Ga^os 

1- Little Brovm Bear 

2. Brownies and Fairies or Cowboy and Indians 

3. Hill Dill 

h* Twice As Maiiy 

5. Chinese Vfall 

6, Pennsylvania or liew York 
?• Pom Pom Pullaway 

D, One Goal Garaes 

Ic Keep Going 

2. Sleeping Bear 
3w^ ..Fire Engines 

U> Old Grannie Tippie Toe 
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*TirT"v.''o 












K 


1 i ?. 


3 


h 




6 


5. Midnifc'ht 






X 


X 


X 




1 

1 




6# The Soa is Rough 






X 


X 


X 








7. Catching Fish 








X 


X 








Circle Ganes 


















1. VAiat Can You Do 




X 


X 












2, MousG Trap 




X 




X 










3« Fire Alarm 








X 


X 


X 






I4. Round Up 








X 


X 


X 






^r, Speedy Squirrel 






X 


X 


X 


X 






6, Beat the Bunny 




X 


X 












7i Hassle Bussle 






X 


X 


X 


X 


X 


X 


8 -. Circle Chase 










X 


X 


X 




9^ Circle Dodge Ganges (refer to dodgeball sect: 


.on 


1 

1 

i 
1 












10 0 Ball Counting 






X 












11* Junp the Shot 






X 


X 


X 


X 




Y , 


Tat\ia Ball Games 


















1, Aerial Ball 








X 


•r 








2, Hit Pin Cnc Base 








X 


X 








3t Prisoner's Bal] 










X 


X 




1 


U, Boundary Ball 










X 


X 


X 


i 

X 


5. Rabbits Tail 










X 


X 


V 


X 


6, HorvTCgian Ball 












X 


Y 


Y 


Gerinan Bat Ball 














X 


X 


8. Stealing Stick's 








1 

i 
t 




X 
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mi ORGAIMZL'D cl'jl::) 

A. No Go a l 

1- Stone ■ • ^ - - C-o^.V 

Type: Tag (^nmy all active .1^ 
Equipnont: None Q A, 

Area: Playgrourid, gyn, court v^y^ 
Plaj^ers: Large or s;nall groups S'i 

Description; 

Player, in center, is "Stone ^'^ 

He sits there while other player g Coal 

ckip around him. ft 

VJhen the ^'Stone" jumps up, 
players run to either goal and stay there as "Stone^^ chases then. 

Anyone tagged by ''Stone" before reaching a goal becor.es a ''Stone' 
too, and sits in the center vath the first "Stone''. "Stone" returns 
to his sitting place when all are resting on either goal line, or are 
caught. 

Game continues vrith the nain "Stone" and his helporv^ sitting • 
while other players skip around then waiting for the main "Stcnc" 
to junp up and chase, "Stone" gets three turns to tag as many as he- 
can, then a new "Stone" is chosen and the gario is replayed. 

2. Hed Lion 
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Type : Active 

Equiprr.ont: A circle nsjc^ked on 

playing surface 
Plaj^'ers; Entire class j:f 



Fornation: Children scatter in- 



formally about play ai^ea C 



1 .-'-^--^ ^/\ 



Description ; ^^'"^ 

Players gather around circle where a-N 
the Lion ("It") is sitting and chanty 
"Red Lion, Red Lion, come cut of your den," 

The Lion charges out of his den and trios to catch one pla^^er. 
Vihen he tags someone, they both go back to the den, and the tagged 
player becomes the Lion's helper for the next turn. 

The Lion gets three tm^ns, then if game is to be replayed he 
chooses a player to take his place and the helpers are released, 

^* Busy Bee or Back- to- Back (llumbe:-.' Call) 

T;^pe : Running 

Equipment : None Formation - 

Players: Unlimited number xx xx 

Skills: Running, starting, stopping, xx xx xjc 

the use of basic arithmetic xx x:c couples sc^ittcr?- 

number concept 

Players respond to leader's direction, for e.:rmplGj face t: face^ 
back to back, knee to knee, hands to h^^nds. V/T:icn Eusy I>j is called, 
all players change to a.iother partner. If trore :* ^ r;n oJd player^ he 
can bo used to detorninc :/ho J," caught. If the r. nber of chllclixn is 
oven, r if 'lie children are s! /.t in • '^kirr chan^: 3, thf^ 'eac?r Cr^n 



2hl 



ccAint to a certain number and a].], ohosc :;ho have not chanced, are 
caught. Players caught can bo eliminated^ or a score can be kept 
individually or by teams. 



Number Call - This garr.e is played like Busy Dee except the 
Ic ade r ^ s " "dlr e c t i 'o n s v;culd involve the use of mathematics. Example: 
Get in gi'oups of three, get in groups of three avid one, got in groups 
of three take av;ay one, etc, 

Sloukie - P ov:kie 

Type: Active 
Grade Level: 1-3 
Area: Gym 
Equipment : Hone 

The purpose of this ga/r.e is to follo'.; directions readily and to 
2ain understanding of the concept partners. 

Each child has a pai^tner (one c^'^^P of threes for the left over 
player if needed). Teacher calls out^ '".ialk as fpj^ avray from 2'eur 
paa^tnor as you can ;;ithout touchinc aiiycne. Keep ;;alkinc until you 
hear signal ^Slovrkie-Pov^kie ' . Find your partner, join one hand and 
sit do\m on floor. Last couple do^'n aa^c Slov;kie-Povrkies 

Other directions: Skip away from partner; i'ird your partner and 
stand back to back. Gallop av;ay; find your paa^tner and, v/ith hands 
joined touchin^j ground, each raise one log in the air. Run av;ay* 
find your partner with one up high and other stooping lev;, etc. 

Remarks: The activity goes very smoothly if basic music is used 
such as records or piano. 

Children enjoy this gam^e very rrnch* They could probably think of 
other activities to do very easily. 



Man From Mai^s 



Type: Active t^'^^^ 
Equipr.cnt: A starting line ^-^ 
players: Entire class, or smaller group .t- ^ Q 

Formation : Glass standing on starting Ny' ^-r-^ 

line. One player out in front '^^^x" ) 
facing the grouo. tv-y- 

[\ 

Description: \ 

The group faces the Mian from Haass' (It) 
and calls, "ilan from Ilai's, nay mo chase you 
to the stars?^' 

"If' replies, 'Tes, if you have on , . . (nriir:es a color) on ycur... 
(names v;hcre the color should bo locatrjd)- Such as 'red in your 
shirt. ' 

All children v;ecirin^ the chosen color and it:- location attempt to 
tag the 'Ilan from Hairs'. They chase him any^.rhero on the pT^'^J^i'U? area. 
The child \;ho tags him becomes ^'If for the next tnrn. 

Remarks: Children should ho cncovraged to c-\'L different colors 
in order that all Mill roceive ? turn. 



6, Little Abner 

Tyi^G: Very active j/- Q 

Equipr;ent: A stai^ting line <^ ; ""\^- .'"t"" 

Players: Entire class '^'^ ■ ^'l ("^ 

Forraaticn: One group on starting lino, ' / <^ V 

other group scattered in ^ ' 

play area 

Description : 

The boys are Little Abners and tlie girL's rwo Daisy Ilaes. 
The girls choose a lino or a spot for thoir hcix base and stand there 
;jhilc the boys scatter out on the pln^/ground. 

Upon a signal fron a leader the girls nttci-^ipt to caich (tag) a 
Little Abner by chasing a boy until ho is tagged. Any boy that is 
tagged is ualked back to the hor;e base ^rlth the one v:ho caught hiri. 

After placing Little Abner on the ]io:;e base, the girl then 
cliases another boy» 

After all boys ai^c caught, tl;e girls lino up side by side facing 
the boys. The boys go stand behind the girl that caught him. The 
girl catching the nost boys idns. 



Many Goal Ganes 



"^ y^^^ in ^^^^ 
T:^e: Active 

Equipment: A circle narked on surface ' ^^^^ ^jf\^-. 



and tv:o or more goal lines 
Players: Entire class 
Fornaticn: Children standing on circle, 

Fi^og crouched dovm in circle i( ^ j 

Description: ^\ j| j\ 

Children ^Mlk around circle chanting: 

Cnce there v/as a little frog. 

He vrent around and 'round (Frog turns around and c?rcund) 

He juraped up once; the junped (Frog jumps up once, tv;ice) 
up tv/ice, 

And caught a great big fly I (Frog chases on ^'fly'O 

On the ::ord ^'fly" all run to the nearest goal line for safety. 
Those tagged become frogs and go into the pond to help catch players 
on the next turn. 

Fi'og has three turns, Count the number of players he has cauglit 
at the end of his turn. He chooses a neu Frog if gar.e is replayed, 

Poller Burst 

T;/pe: Semi- active ^ p ^r Nf • • 

Equipment: Two or more goal lines ' ci^^^ uP^^' 

Players: Entire class or small groups q 
Formation: Players kneel on one knee p 

around '^It^' /v .^^--^ "r\ 

X C -^^'^ 

2h3 J'h 



DcGcription : 

The children kneel on one knco around a player i;ho tells a 
stoiy. In his story he cuddonly says, "The Boiler Durst! 

On this signal the children dash for a goal line uhilo the story 
teller attcnpts to tag one player. 

The child tagged starts the no:: {^ai'.o with a ncv; tiocry. 

Rcnarks: Remind the story toller to speak Icu^ily so all can hear. 
^' ?iliiiil£5i£ ill Trees 



Ty]:e - Seni- active 
l^quipr.cnt : None 



Eescription : C - 

Ti;o-thirds of the class / 



talce partners and join hands l\ m 

to forn trees, The other y yY 

third are squirrels and stand ^ 

inside the trees. Any left over children are extra squirrels. 

The teacher calls ^'Squirrels change trees" as a signal for all 
squirrels to run for another tree. T^io squirrels may not occupy the 
sar:e tree. 

Any squirrels failing to find a tree report over by the teacher 
and sta:"t from there on the next call of "Squirrels change trees". 

After the squirrels have had turns nave them change piaco^ 
^;ith one of the trees v;here they are standing. Novr this new squirrel 
gets four turns then rotate so that the remaining tree has his turn. 
In other \;ords each child is a tree two times and a squirrel once. 

Two Goal Games 

1. Little Bro;:n Beai^ 



iVipe: Active tagging 

Equipr.ent : T;^o goals 

Players; Entire class 

rornation: Class standing on one goal 

The Little Dro;m Bear 

squats nid-way betvrcen the two 

goal lines 

Description : 

The Little Brown Bear calls to the group, "Are you afraid of the 
Little Brovna Bear?" If players ans;:cr "No^' he runs to opposite goal 
line as the Bear stands up and tries to catch as many as he can. 

All players caught by the Bro^in Bear help him on his next turn. 
They too squat do\m as they face the group. 

The Bro;;n Boar has three turns. At the end of his turn he counts 
how many he has caught and chooses a new Bear if gaj'^e is replayed. 

If a player answers, ^^Yes" to the Beards question, that player 
does not run on that turn. 

l.^en the v;hole group runs as in this game, they should bo re- 
minded to run in a straight line and not to cross over in front of 
another runner. 
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Tj'pe: Active tagging 
Equipnent: 2 goal lines 
Players: Entire class 



Description i 

The players are in Uro groups: one group is called the Brounics 
and the other is called the dairies* Goal lines are narked across 
both ends of the play area. The Bro^jnies arc on one goal lino and 
the Fairies are on the other. 

Each group, in turn, stands on its goal line vith the players^ 
backs turned towai^d the other group vrhich, upon a silent signal rro:n 
the teacher, advances quietly toward the goal line. 

l/hen the Brovmies are advancing, the Fairies are stvanding on 
their goal line; the Brovmies sneak up very quietly and v:hen they 
are uithin approxiraately ten or fifteen feet of the Fa?,rios, or v;ithin 
a reasonable distance for a good chase, the teacher calls, '^The 
Brov.Tiies are coming,'" This is the signal for the Fairies to turn and 
chase the Brovmies, who run for safety behind their goal line at the 
opposite end of the play area. 

Any Brov:nie v/ho is tagged by a Fairy before he reaches his goal 
line becomes a Fairy and goes v;ith the child who tagged hin to the 
other goal line. 

The game is repeated with the Fairies sneaking up on the Brovmies 
v;hile they stand on their goal line v'ith their backs turned, 

HilJL Dill 

TjT^e: Active 

Grade Level: 1-3 

Equipment: I J one 

Area: Playground, court, gyn 

Description: 

T^.jo parallel linos about hO' to pO' apaa^t. 

All players not "It" stand on one line, v;hile "It" stands half- 
v/ay betT:een the lines. 

"It" calls "Hill Dill, ccne over the hill". At this signal all 
pla^^ers must run for the opposite goal line. 

All those caught help "It^' on the next turn. Play continues un- 
til "It" has had three turns. A caught player may not tag anyone on 
the turn he was caught. 

After "It: has counted his number of playei=s caught all are re- 
leased to go back "^0 the rest of the players ar.d ^'It" chooses a ne;; 
person to take his place. 



TuicG as Kany 

Typo: Active; tag game 
Equipment : None 
/u'ea: Playground, court, gym 
Players: Large or small groups 

Description : 

Children stand on a goal line 
facing the caller, ^'It". 

The caller is designated as the 

/.easU' :'ng man. The objeco of v^g ga: 



{ ^ 
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is to get to opposite lino at the other end of the playing space by 
follcvang directions of the measuring man. 

i.easuring nan answers their call of "How shall we go?" by 
suggesting, "Take 2 hops". VJhen all have done so then ho adds, 
"No\/ tvrico as nanyj" so all do k hops. 

The group again asks, ''How shall v:e go?^' and "It" answers with 
some locomotor way of going. 

The first player v;ho reaches the opposite line calls out, ^'GoJ" 
and everyone turns and runs back to the starting line. "It'' tries to 
tag all those he can before they can get back to the line. All those 
v;ho are tagged help "It" on his next turn. 

Rules: Follow directions of "It". First player to reacli 
opposite line calls, "GoJ" Anyone who is tagged helps "It" for the 
rest of his turns. 

Remarks: This is a good g.ime to help v:ith arithmetic skills. 
You can say, "Take six stops forv/ard and two back;7ards," etc. In 
order that too many ai^e not in the middle trying to tag players allov; 
"It" to have only 2 or 3 turns, then choose a nev; leader if the gario 
is to bo replayed. 

Chinese Mall 

T^ypo : Active 

Equipment: T\:o ^oals, plus two lines 

for the Great V/all of China 
Players: l^ntire class 
Formation: Class standing on one goal 

line. T^Jo guards standing in 

the v;all area 

Description ; 

The tv;o players sti^nding on the Great 17all of China .arc the 
guai^ds and they call out, ''Scale the Uall!" This is the signal for 
the players to leave their line and try to get across the vail v^ith- 
out being caught. Once off the irall they are free to go to the re- 
maining goal line and await the call again. Guards tag only, in uall 
area. 

All v;ho are caught stand off to ohe side of the game until the 
guards have had two turns. At the end of their turn they count the 
number of "prisoners" and each chooses a nevr guard to take his place 
j.f the game is replayed. Prisoners si^c released for the next gnmc. 

Remarks: This game can use one girl guard and one boy guai^d at 
the same tim.e thus giving both groups equal chances. 

Pennsylvania or New York 

Type: Group against group 
Grade Level; Primary 
Equipment: None 

Area: Tag gar;e court - inside or outside 
Description : 

Players are divided into two groups, and each stands behind an 
end line of the court. Each group has a leader. 

2h6 



x\ 
X 



! ? 0'^ 



Players in Group A tell their ideas for pantomining to their 
leader. The leader helps then select the beet idea^ and the group 
\ior\:3 out a uniform pantomino such as ^'^Putting up the flag/' ^^Driv- 
Jcng a caa^,'^ "Painting a house, etc, 

\nien the pantonine has been planned, the two groups approach 
each other and the follovring conversation takes place: 



Group A 
Group D 
Group A 
Group D 
Group A 
Group B 



^'Hore v:e cone."^ 
"VJhero fron?'^ 
"Pennsylvania. " 
"1/hat's your trade?" 
"Lemonade , " 

"Shovr us hov; if you're not afraid.' 



Group A then performs the pantomine using no Kords, and Group B 
guesses, VJhen a guess is correct, Group A shouts, "Pennsylvania" and 
races for their hone line v;ith Group B in pursuit. If any players in 
Group A are tagged, they join Group B, 

Group B then chooses a subject to pantomine and the game con- 
tinues . 



Pom Pom Fullavray 

Type: Active 
Grade Level: [4-6 
Equipment: None 
Area: Playground, court 

Description : 

T\:o parallel lines about hO' to 70' apart. 

All players but "It" stand on one line, while ^^It" stands half- 
;;ay betv;een the lines, 

^'It" calls, "Pom pom pullavray.' Come or I'll pull you av;ay.^' 

On this signal all players must run for the opposite goal line. 

All those caught help "If' on his next turn. (Players caught 
help out on "It's" next turn, never on the turn that player is 
caught*) 

The object is to be the last one caught, so play until all are 
caught . 
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^' fi^^Q Go al Garios 

1. Keep Going 

Type: Active locomotor novenenbs 
Equipinent: A starting and turning line 
Players: Entire class 
Fornation: Class on one line. 

Leader on turning line 

Description : 

Leader tells all to listen to signal as v;hat to do. She nay 
call, "All run!'' Children run to her line, turn and run back to 
their line. Or, "All skip to my line, walk back to your line." 

If group is la^ge have boys go as one group, girls as another. 

Young children need expoarience in follovjing directions, want 
action ane need skills of locomotion plus turning at a goal line. 

2. Sleeping Bear 

Type : Active 
Equipment: One goal line 
Players: Entire class 
Fornation: Class standing on goal line, 

"It" standing in front of group 

Description; 

Players stand on the goal line. The Sleeping Boar ("It^') stands 
in front of group a distance av;ay and uith back to the group* 

The players quietly move up tov;ard the Bear. Mhon the group is 
quite close^ the leader (teacher) calls out, "Look out for the Bear!" 
This is the signal for all to tui^n and run back to the goal line. 
All children who are caught by tlie bear becorr.e his helper and the 
gaTiO is replayed. 

After a number of children have been caught the leader encou;'ages 
the group to get closer by saying, "l/ho is brave enough to touch the 
Sleeping Bear?" Then when children are close gives signal to chase. 



0 

?; 
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Remarks: This ga^.e offers the opportunity to teach a half turn 
or a pivot type turn to the childi^en. 



3. Fire Engine 

Type : Ac t i ve 

Grade Level: 1-3 

Equipment : None 

Area: Playground, gyninasium 



/ 



o 



or 6 ' s , 



Description : 

Tv/o parallel lines about itC apart. 

Players stand on one line and are numbered off by J'i 
depending on size of group. 

One player is selected to bo Fire Chief. }Ic stands at the side- 
line and calls the fire alarm signal: "Fire Engines number 5.'' 

All members of the group \;hose number he calls runn to the far 
line and back to starting lino. The first player to return becomes 
the new Fire Chief. 

If the chief calls, "General Alcorn/' all V^o players run, and 
the first one back is the new '"/nief . 
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Romarks: In order to seo that all touch the far line have child- 
ren bend and touch that line vrith a hand. 

h* Old Grannie Tippie Toe 

Type: Active 
Grade Level: Pi^imary 
Equipment: None 
Area: Plaj'^ground, gymnasium 

Description: 

One person is '^Old Grannie Tippie Toe,^^ 
Children line up on a base line* 

As Grannie slowly walks to tcwn, the childi^en follc;r her and 
sing: "Old Grannie Tippio Toe, 

Lost her needle and cculd not sei;," 
Grannie toleorates the teasinc and continues to walk. Finally she 
gives chase to the children by clapping her hands once. On this 
signal all the children run home (to the base line)/ 

The children that Grannie taps becones her helpers and she again 
starts for town. 

Grannie has three turns in which to catch the childi^en. After 
three turns Grannie can choose a nev; Grannie to take her place for 
the next game. If Grannie chooses a boy the verse can go: 
"Old Grampa Tippie Toe, 
Lost his cane and stubbed his toe." 

Remarka: Children like to play this gme* This gar.e involves 
the skills of running, listening, changing direction, tagging and 
stopping on the goal line. 

^' Midnight 

Type: Active 

Grade Level: 1-3 

Equipr.ent: None 

Area: Playground, gynnasiun 

Description: 

Ti;o lines are dravm 30^ to 3'0' apart. One player, the Fox^ 
stands on one line, the other players, the sheep, stand on the other. 

Sheep ask, "VH^at tine is it, Ilr. Fox?" 

Fox answers a specific tine. Exanple: ^'four o^ clock". 

Sheep advance the nunber of steps cori^esponding to the time. 
Exaiiple : four o^ clock — four steps. 

l/hen sheep are somewhat close, the fox nay answer^ ''Midnight J" 
and chases the sheep back to their goal line. 

If any sheep are caught, they become foxes and help catch the 
remaining sheep on the next turn. 

Gar-ie continues 'till many sheep arc caught. Mr. Fox may choose 
a new fox after three turns, if gar.e is to be replayed. 

Remarks; Only the original fox may call the hour. Children 
like this gam.e. 
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Type: Active v> o o q 



Equipnont: Hone --^r ''^^ 

Ai^ea: Playground, gytnnasiuM 
Players: Entire class 



Description : 

A lino is chosen as the ijhorG line. A player is chosen to bo 
"It/^ "It'' leads the line out to soa. \:hen the leader calls "The 
Sea is Rough" all the players run back to shore and '=It" sees hoir 
/lany he can catch before they reach shore. All those caught ai^e put 
in D^yi' Jones Locker until "It^' has had three tries. "It^' then 
chooses a nei; ^'It" from those \;ho have not been caught. ''It" should 
lead the players in a meandering course and should try to trick tlio 
other players by calling, ^'Tho Sea is Calm," "The Sea is Stormy, 
etc. All players mist stay in lino and follovr^'It .'^ If there ai^e norc 
than twelve players, make two c^^cs. 

7. Catchinf^ Fish 



Type ; Active — 
Equipment: One goal lino 

Players: Entire class ^ 
Formation: Class standing on goal line. , ^■ 

l\'/o players out in front of (U """^ / c% i 

the group. 

Description: 

Two children are chosen to be the ^'net^'. All the others are the 
fish and stand within a goal (circle or line). Cne child is the 
leader. He calls, "Fish, run J" 

Cn the signal all the fish move out to sea (play area). The two 
children, i;ho ^.;ith hands joined, form a not and try to tc-g as many 
fish as possible. 

The fish as they ea^c caught go over to the shore (side lino) and 
form new pairs of nets to help the leaders catch more fish. 

The game continues until all the fish are caught. The last two 
players caught become the new leaders of the next game if it is re- 
played. 

Remailcs: This gai'ie takes the skill of running with a partner. 
Teaching hints ai^e needed to aid childi^cn to understand how to move 
;rith another person. 

Circle Gar.c s 

1. V.l^at Can You Do? 

•v) 

Type: "It'^ gamej all active ^ ^ [' 

Equipment: None .fj '^.>;A J^^:^ (|) 

Area: Playground, gyrr^jiasiun, ^v. ^ ,^ " /.^^^''^ (:-' (i-^ 

playroom o"')^ A^' ^ >'-^^'v^ 

Grade Level: K-2 M:; , - 

Players: 12 (more or less), two 'v'/' \) r t.-^ Q\ y \ 

I?. 



groups if class is large ^V^^^'O V' -3^ I 



Skills: To perform locomotor skills, <V. t^'J^s^S"^'^' 



such as hopping, skipping, .)'-^'> \^ 

jumping, running, etc, ^ 
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Description : 

Tho childi^en forn a circle v/ith one child in the center, ^:ho 
v\ovoG his pointing finger around the circle saying, "One, tuo, !:hat 
can you do?^' 

As ho says, "do", the child to uhom he is pointing should 
nns^ror, "I can hop'^, (or any locomotor activity.) "It" then says, 
"Hop, hop, until I sa;^^ stopi^' All the children then hop until "It" 
callc, "Stop". 

Tho child who chose the activity then bocor.os"It" and tho Game 
proceeds as before. 

Remarks; As the locomotor activity is called tho teacher can 
pick up the rhythm on a tom ton or by clapping her hands, thus enabling 
the children to learn the rhythri by hearing it "pla^^'od". 



2. Mousetrap 



Type: Tag 

Equipment: None /' 1 

Skills: Walking, stooping, observation 
Fornation: Circle 




Description : 

T^7o, three or four couples are spaced around the circle, facing 
with joined hands raised. The rest of the childi^en are nice and walk 
"xound the circle passing through the mousetraps. Cn a signal fi'om 
the leader, the mice stop v;alking and the mousetraps close. The raicc 
who tcCQ caught go to tho center of the o:tc1o, pair off and become 
new mousetraps. The garr.c continues until one or tv;c children are 
left. Caution children not to run or stoop to keep from being caught. 
The mousetraps are not to move to try and catch mice. 



3* Fire Alarm 



ype : Active running ^^""^ ' ^yt- 



Equipment: A cii'cle / ^^f.v 

Playerrs: Entire class ) 
ForPvation: Double circle facing inwai'd. V O^j 
Fire Chief in center of circle \ ^ 

Description : 

The inside circle of children are apartment houses, the outside 
circle the firemen. 

Fire Chief starts the gar;e by calling, "The houses are on fire, 
hm^ry, hurry, hurry]" Fire Chief then claps hands continuously. 

On this alarm, all firemen run to left around the circle until 
they hear the signal, "Fire's out.'' On this stop signal, tho fire- 
m.en stop ^/here they are, in back of one of the apartm.ents. 

In the m.eantir.o the Fire Chief, though clapping, leaves the 
circle and stands behind an apartment building, then calls out, 
"Fire ^3 out". 

Fireman that first finds an aptrtr.ent to stand behind and rr-ises 
his hand indicating he is there becor.es the new Chief, Before the 
new turn, the apartr;ents and firei::en exchange places. 
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1+. Rqutid Up u O 

Jl ^1 ^ 

Ti-^po : Soni-activc [ ,. 
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Equipncnt: A lar(;o circle on uhich ^' 

to stand y \^,) < ? p ^ 

Players: Entire class \ p t^C; ] 
Formation; Players forn a lai^^o circle \ ' \^ ^r^ 

facing in;rai\i, hands m^c not joined V' ^ ^ 

Doscripticn r ^ ^ C ? ' 

The ai^ca inside the circle is cr,lled covorv:.y 
the range. Five of six children ai^o the 
cattle and po inside the circle to roam around. 

One child the "Cov;boy^' gallops around the outside of the circle. 
1/lienevor he v;ishes he calls out, "Round upj" and gallops into the 
circle v;hore he changes to a rur. and tries to tag the cattle. 

The cattle can dodge, try co elude the cov;boy, but cannot go 
outside the range. IVhen tagged, that cattle stands on the circle v:itli 
the rest of the class. 

The Cov/boy only tags four out of the five* The last cattle left 
then becones the next cov;boy and the gcme is replayed vith the teacher 
or the old cov/boy choosing five no^.: cattle. 

Remarks; Each child should bo given a chance to bo cattle, 
but all v;iil not have an opportunity to bo the Couboy, If Cowboy 
does not have the endurance or :'pced to catch the cattle he nay call 
on another cowboy to cor.o in and tr3l:e his place. 



Type : Serd- active 
EquipriOnt: A circle to stand on 
Players: Entire clav'>s or smaller groups 
Formation r Children stand on a single 
circle facing inward 

Description : 

One player, the Squirrel, runs around the circle and lightly 
taps four or five plaj'-crs. 

The pl,a:^^ers tapped stand quietly but ready to run. VJhen the 
squirrel calls, ^'Speedy Squirrel i" the tapped players drop out of 
a circle, turn left, run around the aitside of the circle, and back 
to ovm place on circle. 

Upon returning to ov:n spot, player raises hand high to indicate 
he is back. First player to do so is the "Squirrel'^ for the next 
turn, 

^' -P.^^-, i^he. Bunny 

Type : Semi-active 

Equipment: Circle on which to stand, 

t;;o balls of different sizes 
Plaice rs: Entire class, or small groups 
Formation: Single circle facing im;rrd 

Doscrip'^ion : 

The Bunny (small ball) is started first 
and is passed from child to child around the circle* when the Bunny 
is hall* way around the circle, the F.^rmer (lai^gc '^all) stra^tod. 
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If Fnrmor catches Bunny^ tho Farther vins. If the Bunny catches 
Farmer^ tho Bunny vans. If either ball is dropped, and the' other 
ball passes the child v;ho lost it before he can get it into action 
again, it is counted as a vrin for the ball which passed. 

Note: If balls are too difficult to handle, use beanbags of 
different color. As ball handling skill increases, have players 
bounce or even use a fly to advance the Bunny and the Farr.cr. 

7. Husslo Bugslc 

Grade Level: Aiiy grade J?....^^ ^ 

i'^quiprio.^t : Ball, beanbag ^(^. ^ ^(^^ 

Area: Playground, gyr.nasiun ^CP^'"'*^ ^ ^"c^ 

Description: 

All players forr. 2 equal circles' one pl.-jyer in each circle has 
the ball, or beanbag. 

Player v/ith ball, on signal "Go" runs arcund outside circle to 
starting position. Player hands ball to person on his left and sits 
doini in his position. As soon as pla^^^cr on left receives ball, he 
runs around the circle to his starting position. 

First ioai". all sitting doun in circle \.ans the relay. Mo cutting 
the cake. Keep the circles the sario size. 

C . Circle Cliaso 

Type: Active 
Grade Level: 3-''" 
Squipnent : None 

Area: Pla^'^ground, gyrfinasiun, court 
Description : 

The players form a circle and nuraber off by U^s or 3'^s depending 
on the size of the class. The teacher or gar^e leader vrill call these 
nunbers . 

If #2 is called, all those players drop out of the circle, turn 
left and run tv;ice around the outside of the circle. 

Each player v;hile running tries to tap the runner in front of 
hiri, thus eliminating hin, but at the saxae tirr.e vxxst take care that 
he is not tagged by the one behind hin. 

All players vho are tagged step into the center of the circle. 

After running tvrice arcund the circle and not tapped those 
runners di^op back into their ovm spot on the circle. 

After each riumber has been called, the players in the center 
rxe counted. The group \fith the fewest players tagged is the irir.ning 
nunber , 

^' 2ir£i£ BaU - Refer to Dodge Ball SeCo.on 113 

:> 

IC. Ball Collating 0Q£^ 

Type : S 0 ni - ac t i ve 
Equipnont; A circle for each group. 

Cne ball per group 
Players: Entire class or snail groups 
Fornation; Chilcbren in a single circle, 

facing center 
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Description : 

Teacher or child rolls t>.d ball in any direction in the circle, 
calling, ^'Onoj^^ another child catches or stops it and then rolls it 
saying^ '^Tijoj^' a thu^d child stops it and calls, ^'Threa;^' and so on. 

All pai^ticipabo as ball cones clo:io to them; if two get their 
hands on it at the sair.e time, they call out the next number together. 
The group tries to reach a rcorc of 10» 

If the ball L^tops in the center or goes out of the ci>^cle, the 
last one to touch it goes after it and puts it in play raying, 
"One," and the counting again stai^ts over, 

Jiu^ the Shot 

Type; Circle gane 
Grade Love].: All grades 
Skill: To junp a raoving rope 
Equipment: A long junp rope v;ith 

a bean bag or deck tennis ring 

tied on it. 




Description ; 

Players stand around a circle 
facing inuard. One player stands 

in the center holding one end of a long Junp rope. Cti the other end 
is fastened a boanbag or a deck tennis ring. 

The center pla;>^er sjings the rope around so that it slides over 
ho playing surf axe in a conplcte circle. 

As the beanbag glides by, the cii^cle players jump over it. 

A player ^:ho causes the beanbag to stop has one Spud-x- put on his 
shoulder, (-x- A S]nid is a little invisible Ulan from liars'. He is a 
friendly fello;: up to a point). 

The game is resumed, until someone else gets a Spud, l.hcn one 
player acquires three Spuds the game is temporarily halted until that 
player cau get rid of his Spuds. 

Action for getting rid of S^mds: The center player v:ho v;as 
training the rope stretches the rope out in a straight line and all 
players except the turner and the one with the 3 Spudf=^ line up on 
the rope. The turner gets a playground ball (rubber) a'^d gives it to 
the first player in the line. The child with the Spu^>' stands in front 
of the line players v;ith his back to then and about 15^ ai:ay from them. 
He nou bends over and places his hands on his knees. Each lino player 
in turn gets to throu the ball at this player trying to dislodge his 
Spuds, After he has been hit 3 times, he is clean of his Spuds and 
the ga^me resuries. All the other players retain their number of Spuds. 
The rope turner again gets the rope and the cir.^le is reforiaod ready 
to play until someone else gets 3 Spuds. 
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I. Aerial Ball 



Tja^e : Active 

Eqiupmont: One playground ball 

per gcune 
Players: T^/o groups (tcans) 
Formation: Scatter formation on^ 
own side of court / 
SkillG: To throv: a high ball 

with accuracy using an under- 
hand, vertical or overhand throv: 
bounces . 




To catch a ball before it 



Description : 

Teams stand facing each other on either side of a line across 
the center of coui^t, 

A player starts the p.ame by tossing the ball high in the air 
over to the other team, as he starts the play he calls, "High-over . 

The receiving team tries to catch the ball before it touches 
tho ground. If they do, a point is scored for their team. 

The player v:ho first gets both hands on the ball returns it to 
the other team by tob ing it high into the air. The team to score 
points first vuns. 

Note: Notice that no point is a'/ai^dcd for a throw not caught* 
Emphasis is on a catchable throv;, Players nay not cross dividing 
lino to play a ball. 



Hit Pin Cn£ Base 

Grade Level: Primary 
Equipment: A kicking ball, 

a duck pin, a base, 

a home plate 
Area: Gymnasium, outside 




Description : 

This game satisfies the 
primary childi^en with a base- 
ballish gair.e. It teaches play- 
ing certain positions, v;aiting ^ / 
a turn and being on a teara. 
Since the ball play is at a 

pin instead of the runner it ^ ' o cat- ^ 

is a safe game to play. 

Players - The class is 
divided into two tearts, kickers and fielders. The kickers are in a 
line near home base, vraiting their turn to kick. The fielders are out 
in the field. They have a catcher, a pitcher, a pin guard, 7.nd the 
rest are fielders. 

Object of the gam.e - For the batting tcaja to kick the ball, man 
to first base and run ho::e again to score run for their teaj".* 
For tho team in the field to score 3 outs against the batting torn. 

The Qa-^iO Development - The team up to bat numbers its batters 
as batter ?/l, j}2, //3, etc. Batter ■/! goes up to homo plate and waits 
for the pitcher to roll the ball to him, if he kicks it he then runs 



to first base and back hom^ 



ir he does no^ kick at it the 
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catcher returns it to the pitchor. The grnne can be played v;here the 
batter kicks a ball that is sitting on the home bace instead of beinf^ 
rolled by a pitchor. 

The fielding team has the pitcher roll the ball to the batter. 
If the batter kicks the ball the fielder that gets it throv/s it, or 
runs v:ith it and gives it to the pin guard person. The pin guard 
person tries to knock tnc pin doim by' throv;ing the ball at the pin. 
If he succeeds then an out is made (if the pin is knocked dovm before 
the batter gets back homo). If the pin guard misses hitting the pin 
any fielder may retrieve the ball and thro\? it at the pin, and if 
successful before the runner gets homo an out is made. 

Three outs and the teams change places. 



Remarks: Any kicked ball is a fair ball if it does not go into 
the dug-out or is touched by batting team. If the c^am is played on 
a diamond the regular foul lines can be used. 



3. I^isoner ' s Ball 

Equipment: One playground gall 

per team 
Area: A court 
Players: 12-20 per teaia 
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Description : 

There are two teams, 
each on his ov;n court, P]ach 
team has a prison on the side 
of its court. There is neu-- 1 ^ ^ 

tral ground botv;een the team's - — 

courts . 

Players use nur.bers instead of gardes. So players number off 
consecutively until all are numbered. The ball is strirted by a player 
on one tcora v;ho calls a number of a player on the opposite team and 
then thro;-;s the ball high across the neutral zone into the opponent's 
court. Opponents mst catch ball before it hits the ground in their 
cornet, or the player v:hose number v;as called must go into his ovm 
prison . 

Any player on the receiving team may catch the ball. If it is 
caught, that catcher calls an opponent's number and throws it into the 
opponent's court. 

A tear, may free a prisoner oy calling, '^Prisoner number , as 
the ball is thrown into opponent 'c court » If ball is not caught by 
opponent, the prisoner is free to roturn to the gair.e. 

If ball lands in neutral grou.id it :'.s dead. Team opposite the 
thro^ror recovers the ball. 

Game continues 3 to minutes, Team with fewest prisoners in 
prison wins* 
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k> Boundary Ba ll 



Grade Level: 3-C 


Teaia 


End 


Central 


End 


Tg am 


Area: Gyrinasium, court 


A 


-ire a 


Area 


Area 


B 



Description: ^ 
The play space, about the size of a basketball court, is divided ^ 
into three equal areas: 1 central and 2 end areas. The players az^e 
in 2 teams placed vjith 1 team in each end area. The object of the 
game is to roll, or bounce a ball over the oppon-mts' rear boundary- 
line . 
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A player from each team stands on his ovm reai^ boundary lino 
with a ball. On the signal to start pla^^, tho 2 balls are thro\m into 
pla:.' by those 2 players. Thereafter, the balls are thrown from the 
place where they are intercepted within the end areas. No ball can 
bo played from outside the boundary lines of the end areas. A ball 
which goes out of bounds is recovered by a near-by player and brought 
just inside the end area at that point whore it went out. The central 
area is neutral and iscconsidcred out-of-bounds. The team v/hich first 
gets a ball over the opponents' real" boundary line wins the game. 

One point is scored for each ball over the opponents^ roar bound- 
ary line; and the toari first scoring 5 points wins the game. After 
each score ^ the ball is recovered^ brought Just inside the boundary 
line, and put into play immsdiately. 



Teaching Suggestion - Use a volleyball or large play-ball. 
Start with only 1 ball, later use 2. Teach how to throw a ball hai^d 
and fast, and how speed gives distance in a throw. If childi^en have 
trouble in getting a ball across the goal, shorten the distance bo- 
U^ev. the 2 rear boundary lines. Adjust the side of the play area, 
the types of throv?5, and methods for scoring to the ability of the 
groups playing. 

Rabbi ts ^ Tail s 

Typo: Active, running, tagging 
Grade Level; l;-6 
Equipment: 1 "tail^' (strip of 
cloth per player 
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Description; 

Group divided into tv^o teams. 
Each team has a goal (safety area) 
and a prison, with neutral ground 
between the goals. 

Each player has a rabbit tail 
(piece of cloth) stuck into his bolt 
at the back. Tails must not be tied 
to belts. Each team might use tails 
of the sarie color to identify tean 
nerabers* 

Players go into neutral ground 
to steal tails (captui^e prisoners) 
from other teams. \/hen a tail is 
taken from the belt of a player, he 
is a prisoner of the person ;7ho took 
it and must go to that teams' prison. 
Prisoner holds his owti tail in his 
hand. 

Prisoner may be rescued by 
some free m.Gm>or of his teani vho 
comes sal'ely to prie?on to get him. 
Then prisoner may put tail back on, 
both prisoner and rescuer join 
hands and waiK back "free*' to own 
goal line and resume playing. Cnly 
one prisoner at a time may be freed 
by a rescuer. 

TeajTi v/hich captures all of the opponents, or v;ho has tho nost 
prisoners at the end of a given time, is winner. 
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Ilotc: Three or four teajns (8-10 players per toaii) nay bo xxscd, 
uith GuCh team having its c^al on one side of the square v^hich fr:j>ics 
the neutral ground. 

Bright constinictioa paper can bo used for the "tails^^ lilach 
toon havinc its ovm color tail. This isn't as portnanont as cloth 
tailsj but uill last a gtur.G through. Also the scrirjuagu shirts can 
bo tucked in for tails. 

II orjQf^ian Bal.1 

T;^e : Very active 

Grade Level: Intermediate 

Equipment : A playground ball, a hone plate 

Area: Playground, gyrinasium, court 

Skills: Running, ball handling, team v;ork ' ^ pi 





Description : 

T^/o tcans--tho batters and the fielders. 

The teori at bat lines up in a file to the left of and facin^j 
hone plate. (1) Batter holds and bats a playgiound ball fron his 
hand. Ho then i\ins around his file of tearaiates touching the home 
plate as he continues this circuit, i^inning as nany tiros as possible ^ 
(2) As soon as the ball is hit the fielders run and line up behind 
the player fielding the bail* The ball is then rolled through the 
legs of all but the last fielder. 1-T^.on it roaches this last player 
ho liolds the ball high over his head and calls, "Stool" (3) After 
batting aiid the stop is called the batter goes to the end of his 
line of players and the next player bccones the batter. 

Scoring- -If the batter runs ra^ound his tean one coi'iploto turn 
he is safe but no score is made. If he runs around more than one 
co:riplete circuit, each additj.onal circuit scores one run^ If he 
does not complete one circuit, he nakes an out and no score is nade. 

Remarks: Guts are very difficult to make. Rotation cf teams 
call take place after every four batters instead of using outs. One 
v;ay to explain vhy that first run docs not count is to say that that 
man is paid to the scorekeeper. Because the umpire is v;atching for 
the Stop to be called, have the teaii at bat keep track of the number 
of times their runner laakes it and then subtract the one run from 
the score. Als^ add one run for every fielder v;ho fails to get in 
line and have the ball roll through his legs. 
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7- po/iian Bat B^all 

SquipMont: Poet or ton pin, vollcyball/playeround ball 
Pla^'crs: T\jo tcar;is, nunber of players adaptable 
Skills: To bat v;ith the hand. To catch a ball. To threw at a 
ta^^gei and to dodge a throim ball. 
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Description: 

The object of the gar^e is to score a run by batting the ball \;ith 
the hand and then ininning out in the field ercund the pole and back to 
home base vdthout being hit by the ball. 

The batter stands on hone base and bats the ball v;ith his hand or 
fist so that it lands ;;ithin the boundary lines. He then runs to the 
pole (he may approach the pole from either side), around it and back to 
the home base. He may run anyi-zhore in the field to avoid being hit 
with the ball. 

The fielders attempt to get the ba].I and hit the runne.r belo:: the 
shoulders v;ith it. Fielders can be limited in traveling \n.th the ball 
as in boys' basketball, v^hich includes a dribble, pivot, or passing of 
the ball to a teammate uho is in a better spot to throv; at the runner. 

One point is scored each time a batter gets bac, to home base 
safely. A team reth^es out to field after three outs are made. 

Violations: If a fielder takes steps while holding the ball he 
may pass the ball to another teammate. Hay not throv: at the runner 
himself. If he does throx-; at the runner, the runner may continue 
vrhethcr hit or not and try for home. Another fielder may retrieve 
the ball and play on that runner. 

A player is not out if his ball is caught on a fly, the object is 
to hit the player. 

Boundaries may be baseball diamond, or a dug-out foul ball or any 
you wish to set up. 

Team with the most points at end of playing time wins. 

0, Stealing Sticks 
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Type: Very active 
Grade Level: Intermediate 
Equipment: Pinnies or pinny 
strips for team identi- 
fication, a mai^ked 
field, 6 sticks 







X 


X 


0 














0 






X 


X 




0 










0 










X 


X 




0 




ij] 








0 







r 



The soccer field makes a nice playing 
field 
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Description: 

Each team has a prison ai^ea (approximately 12' x 15' ai^ea) and a 
stick box (approximately 5' x ?') stoclcod uith 3 sticks (duck pins, 
luriiey sticks, etc.). 

There aro tuo teams, "x^s" and "o's^' that occupy their respective 
territories. Each tea^n has one c^ica:^d for the prison and one guard 
for the sticlcs. Each tea^ has a Captain v^ho in turn chooses the 
:;,aiai\ls . 

The object of the gane is to try to steal all the enemies^ sticks 
(one at a tiiiie) vrithout being caught. The game is over ;;hen one teari 
has all the sticks (6) and no plroyers in the eneraies' prison. 

The game starts on word or vrhistle. The tv;o teams then ventui^e 
fortli into each others territory at their oun vrill, but v;hon in the 
oneiv territory they may be caught (tagged). If tagged in enemy terri- 
tory that player must go into the enemies prison v/here he stays until 
rescued. A prisoner may be freed from prison if one of his teammates 
can successfully get into the prison (viith both of his feet in the 
prison) vn-thcut being tagged. The rescuer then chooses one prisoner 
to take back vrith him. The prisoner and the rescuer may have a free 
journey back to their side if they join hands and v;alk back. If the 
joined hands are dropped then both players can be tagged and sent back 
to prison as prisoners. 

\/hen stealing a stick a player is safe in the stick box if he can 
get both feet into the box without being tagged. The player then may 
pick up one stick and walk a free journey back to his own side. If 
tagged before he gets both feet in the box area he is caught and goes 
to prison as a prisoner. 

The game is won when one side has all six sticks and no players 
left in the enemies' prison. 

Remarks: The children usually crov:d around the center playing 
line. They are considered in their oim territory unless they have 
both feet over the line into encroy territory. This means they nay 
;;alk or straddle the line vdthout being caught. 

If the gax^.e becomes stalled because the best runners at^c :ia 
prison ask both captains if they i;ish all prisoners freed. If both 
captains .gree, lot the prisoners return to their o\m side as ycu 
count to three slovrly. The sticlcs remain as they are at the time of 
stopping the gam^e. If one captain sa;;/s '^i;o^' then the prisoners ai^e 
not released. 
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TEAM GAi^ES 



Grade j 
Stress f 



BASKETBALL 



j Comrnents 



I A. Skills 

i 

j 1, Passinf^ 

I 

3li-6 1 a. Two hand chaot 

I b . Tvo hand bounce 

i 

j c. Two hand underhand 

; d. Two hand overhand 
e , Baseball throw 

35-6 f . One hand underhand 

3^-6 I 2. Catching 

3i4-6 ! 3. Dribbling 

BU-6 I U, Shooting 

3I1--6 ' a. Two hand chest 

\ 

I b. Underhand 

?5~6 I c. One hand push 

I d . Lay-up shot 
e . Free throw 

3U-6 (1) Underhand 

^5-6 (?) Chest 

36' (3) One hand 

Bh-6 5, Guarding 

35-6 I 6, Jump ball 

I 

35-5 i 7. Pivoting 

i 
I 

• 3. Activity 

3h-6 ; 1, For passing and ciitching skills 

a. V/all passing (ball for everyone) 



j Use size ball to 
I meet ability of 

I children, 

t 

i 

1 Emphasize; Passing 
! space between palm 
j and thumbs 
j thumbs parallel on 
chest pass^ 
■step in direction 
of throwy 
■bounce pass same 
motion as chest 
pass. 



Stress: Catching 
■ eyes on ball^ 

move to meet ball; 

hands relaxed. 

Stress : Dribbling 

use sparingly^ 
' waist high,, 

"ball is your 

f riendy 

relaxed hand 

control. 

Stress: Shooting 
. eye concentration 
■arch - make rainbow^ 

use legs for power 
•follow shot^ 

avoid "fancy" shots. 



Stress "nailing toe 
to floor. 
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Grnde 



Stress 




BASKETBALL 


Comments 




b. 


Partner passinp; 






c. 


Circle passing 






d. 


Pass exchange 




j 


e , 


Shuttle passing 




1 


2. For shooting skills 






b, 
c , 


M-iss shooting at wall 

Repeat 1, (a,-e.) 

Line shooting at basket 






d. 


Lay-up shooting 




3h-6 ] 

1 


3. '^or dribbling, pivoting and f^uardinff 
skills 

a, Mass dribbling; (everyone has ball) 

b. Line dribbling 


Stress; Guarding 
♦ body betv;een defense 
and ball 
.play the ball 
.avoid crossinr; le^s 
.hands up 


i 


c . 


Chanf^e direction dribbling 




^5-6 1 


d . 


Mass dribble and pivot 





e. Line dribble and pivot 



l.i , Combinations of a., b., c, 
3)i-6 ! a. Offense against defense 

35-6 b . Keep av;ay 





1 C. Games 

! 


Catch 


Pass 


Shoot 


Dribble 


Pivot 


Guard 


3k -6 


1. 


Keep av;ay 


X 


X 








i 

i 




j 




' 2. 


Any practice shooting 


X 




X 
















a c t i v i ty ( H orsc s ) 




















3. 


Court Basketball 


X 




X 


X 




X 




X 






Side line basketball 


X 


X 


X 


X 


1 

i 


X 




X 




5. 


Half-court basketball 


^ X 


X 


X 


X 


i 


X 


1 


X 
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Explanation of Games 



1, Keep Away 

AC : 

\l .:....:! 

J 

Divide the class into four teams ^ two teams in each half of 
the court. Kach half court has a ball. Object of the game is 
to T.ave the X teams keep the ball away from the 0 teams fis 
long as possible, When the O's get the ball, they try to keep 
the ball away from the X^s, Stress guarding and pivoting, 
^0 dribbling. Any violation results in loss of the ball, 

2, Horses - First player takes a shot from any position. If a 
goal is made, next player must make a goal from same spot and 
use the same type of shot. If the second player misses, he 
gets the first letter in the word horse . V«!hen a player has 
accumulated all letters in h orse , he is out of the game, 

3, Court Basketball - Players from opposite teams are assigned a 
marked off court and play in that court only, Offensive 
players in the court close to the baskets are the shooters. 
Any modifications of the rules mentioned may apply, 



-I' 
I' 



h* Side line basketball - Players are divided into two teams with 
each player having a number. Players are called from opposite 
teams and placed in a half court or a full court position. 
Players on the side (side line players) may handle the ball 
from their positions and then pass to middle players. Rules 
governing the play of middle players may be regulation or 
modified to suit the level of players. Examples of modifications! 

a. Mo Dribbling 

b. No slapping out of hands 

c . No contact , etc, 

d. Apply girls' rules to girls and boys' rnles to boys, etc, 

e. Keep adding rules until regulation play is achieved 
f ♦ Primary rules 



OX 
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5* Half -court Basketball - Uso fi'CM two to five playors on a toan. 
^layers are called out at each basket or court. Objective 
is to play regulation or modified rules inth the team in 
possession of the ball being the offensive teen. If the 
defensive team recovers a rebound, they must clear it back 
beyond the foul line before attempting to shoot or score goalG. 
Squad leaucrs and experienced boys and f^irls may help officiate 
these frames, 

E. Additional Activities Catch Pass Shoot Dribble 



1. 


Pass and dribble relay 


X 


X 




X 


2. 


Dribble and shoot relay 




i 


X 


X 


3. 


Pass and shoot relay 


X 


X 


X 




U. 


Boundary ball 


X 


X 




i 




Bombardment 


X 


X 




1 

1 


6. 


"ead man 


X 




X 


i 

I 


7, 


Around the vjorld 


X 




X 


i 


8, 


Tv?Gnty-one 


X 




1 

' X 





■'ote : 

Refer to outoide references. 
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Grade 
Stress 



5-6 
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A. Skilla 

1. Passing 

a. Forv^ard pacs 

b . Lateral pass 

2 . Catching 

a. Forward 
b* Lateral 

c. Over the shoulder 

d. Kicked ball 
3 • Centering 

lu Handling the ball 
Kicking 

a . Punt 

b. Place kick 
Blocking (screen) 
Stance (hands on knees) 

Activity 

1. For throwing and catching skills 

a. Zig-zag pass 

b. Pass exchange 

c . Partner 

d. Line pass 

2 . For centering skills 

a. Snap back 

b. Target snap 
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6. 
7. 



Coironents 



Stress: Forir/ard Pass 
-•Keep point -up • 



EinphasiS! Catching 
.Lock ball into hands^ 



•Immediately tuck ball 
into carrying posi- 
tion. 

Stress: Centering 



•Center first 
block second. 



f>nphasizo: Punting 
.ball on instep 



Stress: Place kick 
.Hfiad over ball- 
•Follow through 



Grado 
Stress 



FOOTBALL 



3* For handling tho ball skills 



a. Shuttle line 

b . Lateral lino 
I4. For kicking skills 

a • Punt 



b. Funt and catch (shuttle) 
Kick-off (shuttle) 



Pass' Catch [ Center 1 Punt 1 Kick 



Place ; Screen 



e6 
D. 



"XT- 


X 




X 


_x i 


X 


f 

X 


X 




X 


— t- 

X ! 


X 



-i 1 



X 
X 



Block 



X 
X 
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C. Ganes 

1 . End Zone ^ 

2. Boundary Ball 

3 . Team Keep Away 
U* Punt Back or Pass 

5. Post Ball 

6. Pass away 
Explanation of Games 

1. End Zone 

Players; 6 - 8 on a team. Teans unlinited 

Equipment : Footballs 

Areas Playground or gyrmasiuni 

Skills; Throwing and catching 

Game; Object is to tlirow ball on the fly into the opponent's end zone. 
Players may net enter the end zones except to retrieve a dead 
ball. Players nuf^t stay in their half of ihe field. Each team 
should have at least tv/o footballs to start game. 

Scoring; One point is scored for each ball thrown on the fly into the 
end zone^ 

Variations! (l) Kick instoad of pas3 (2) Use nore balls, 

2. Boundary Ball 

Players: 8 - 10 on a team. Teams unlimited 

i:.quipment ; Footballs 

Area; Playground or gymnasium 

Skills: Passing, catching, and kicking 

Game: Object Ui for players to pass or kick ball over their opponent's 
goal line while remaiming in their oxm half of the field. 
Players try to prevent balls from crossing their goal line. Balls 
are throv;n or kicked back and forth. Players may take the ball 

266 



to the center lino before throvjing or kicking it, Each player 
securing the ball must thi^ov; or kick it himself and not give it 
to a teammate* 

Scoring: Each ball that rolls or bounces over a goal line scores l 
point. Balls going across a goal line on the fly score 2 
points. 

Variations! (l ) Klayers may not move with the ball, but may pass it 

to teammate v;ho is in a more advantageous position. (2) Use 
more ba?ls to increase the participation and activity. 

Team Keep Avray 

•Passer stands still - other players may run. 
.Incomplete pass ball dead opposing team ball 
•Interception opposing team ball 
.Fujuble - opposing team ball - ball is dead* 

• All players may nov; run, If ball caFrier is tagged (one hand) play 
stops, forfeit ball to opposiiig team (free pass). 

• Add ball advancement tov/ard goal line. Team scores poirit(s). 
•Add dovms - ball carrier tagged ball dead start again 

- four do\ms for advancement failure to score forfeit ball 
.Add scrimmage lino - players stance (backfiold and line^ 

- center 

- rush delayed five seconds 

- block 

•Huddle - make plans 

- signals if v;antod 

- complete tv/o passes in a row first dovm 

• Punt - on fourth dovm team may punt 

- must tell if you are kicking 

- no rush 

.Kick - if you score (touchdovm) team gets a chance to kick an extra point 

- no rush 

•Kick Off - after score^ scoring team kicks to opposing team 
•Game Variations - two hand touch - flag football 
.Testing if desired 

Punt Back 

.Formation: Players divided into tvjo equal teams • 

•Equipment needed: Soccer ball for each gamei football or soccer typo 
upright goals if available • If not, use anything high enough (cut 
broom handles) that can bo made into flags and put on end linos for 
goal markers^ 

•Number of players: 6 to 8 on a team 

•Size of playing area: Minimum size for good results is 60 by UO yaro j 
•Scoring: Mhon time permits, the team scoring three goals first wins. 
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A A ! 
A ! 

( Neutral 
A A ',^> Zone 



3 



KICKER'S CIRCLE 



I 



A i:,. 



5. 



• Explanation: Objoct of game is for oach tean to take turns punting 
ball back and forth to oach other until one team gots 
ball in a position on field so that a kick through or 
over the opponent's goal markers can be made. 
A successful goal is made v;hen ball is kicked over ^nd 
line and passes betv;een goal markers either on ground 
or in air. 

To start gamej oach team scatters to opposite ends of 
field and behind kicker's circle I (see diagram). A 
neutral zone exists betv/een the i. earns. (This zone 
moves back and forth). Good field balance should bo 
stressed. The ball is punted and opponents recover it 
as quickly as possible and punt right back. If ball is 
caught before it touches ground player may take five 
steps before punting ball. 

Postball 

Skills: Throvfing, catching and running 

Object of the Game: The offensive team advances the gam/^ ball by 

passing and running to the defensive team's zone, vhero a point 
can bo scored by knocking the goal ball from the post. 
(Good for girls while boys play football) 

Objectives: r i ' 

1. To develop the over hand throw 

2. To increase catchiiig ability 
3» To develop cardio-vascular endurance 
li. To develop team work 

Iluriber of Players: 6-12 players (can be adapted 

to the class size.) \ 
Scoring: A point is scored by Team X v?henever X 



Tether 
^all 
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the goal ball is struck from Team O's 
post. Team X will also receive a 
point if Team 0 accidently knocks 
the ball from their o\m post. 
Equipment: One 6'^ playground ball partially 
deflated J a soft softballj teather 
ballj plastic bottle; or substitute 
for the top of a post. 

Procedure: 

Start of game 

1. Toss of coin or similar method. J 
Choice of ball or goal ; 

2. Game will begin with official giving ; 
game ball to any center player (of team^ 
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■-Cord 

--Deck Tennis 
Ring 



-Wood or Pipe 



1 J 



that v/on toss) on his line 3» 

On official's whistlo, offonsivo and defensive players novo 
at same time* 
Gaine Proceduro 

1, Ball is advanced by passing or running;. 
Players nay pass any time* 

Forv/ard players may shoot for a goal any tine, except v/hnn 
togged inside the circle* Ball must be passod-out to team- 
mate before another scoring attempt* 

Defensive players may tag ball carrier to force him to pass 
or shoot' 

Guards defend goal. 

Flayer may run v/ith ball if caught, but must stop within 
approximately 3 steps after being tagged. He must then 
pass or shoot for a goal* 

Ball or player out of bounds, put in play same as basketball. 
If player's knee touches ground v;hen picking up loose ball, 
give ball to other team. 

Players guard as in basketball. No body contact 
Infractions and Penalties 
1* Violations 

a. Running v;ith ball after pickiiig it up from ground 

b. Guarding passer too close ..there should not bo any 
Qontact 

c. Running more than 3 stops after being tagged (uvidgrr.onii) 

d. Going out of one's own area or section of field 
Holding ball more than U seconds v;hile standing still 

f. Stopping out-of-bounds 

g. Kicking ball (intentionally or not) 

Penalty for all violtations is giving ball to other team zit 
point of infraction* 



3* 



2. 
3. 



6, 



7* 
8, 

9. 



Fouls 

a. Pushing 

b . Holding 

c . Tripping 

d . Any othe 



~. .^-^ . undesirable conduct (official's judgment) 

Penalty for all f auls is free throv: from point of infraction 
by offended player. Free throw may be attempt to score if 
in scoring area* 



Positions for the start of the game: 



< 
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A 



s I 



^~ I 1 : 
1 .1 
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O's forv/arde; play from line C to opponent's end lino (soe 
arrov; ) 

X's forv;ards play from lino A to opponent's end lino 
Guards renain in designated zone. 

After A Score 

After forward lir^c of team "X" scores, they must return to 
and toucli m?.ddle line (line B). Guards of team 0 immediately 
throv: ball to their forwards on line "C" . l,Tion ball crosses 
lino "C*' ''X^' forv;ards may then seek possession of ball. 

Passaway Football 

Object of the Game: For the offensive team to score a touohdov/n by 
passing ball from one player to the otherj for the defensive team to 
knock dovm the pass or get possession of ball by intercepting pass. 
There is no body contact or necessity to touch ball carrier as in 
Touch Football. 

Players: Seven players constitute a team. (If agreed upon by the team 
captains, a greater or lesser number of player: may be used.) One team 
should wear an identifying symbol so to be distinguished from the othor^ 

Field: Size of field should be I4O yards long and 30 yards v;ido . Goal 
posts are not needed. Size of field may vary^ hov/ever, v.'ith size, 
ability, and age level of group. The above mentioned distances may be 
used satisfactorily in the fifth and sixth grades. 

Scoring: Each touchdown counts 6 points, Pictra points each count 1. 
No safeties may be scored. 

Tim^e: In lenguo 02' tournament play, the time limit shall be l6-minutes 
divided into equal halves with one-minute of rest at the half. Time 
limit may also be modified according to group* 

Playing the Game: 

Before game begins, two teams line up face to face and those players 
standing directly opposite one another guard one another. Players arc 
then numbered from 1-7, making certain that tv;o players who vdll guard 
one another have same number. 

To start game, each team lines up on its ovn\ goal line. Receiving 
team is determined by the toss of a coin. Player //I receives the ball 
for the receiving team and player throws or kicks the ball for the 
kick-cff team. After a touchdovm is made, players then take turns in 
numerical order at throwing or kicking the ball to receiving team. 
Receiver is alv;ays player with same number as throv;er* 

Receiving, or ''B" team lines up on goal line and receiver stands 10 
steps in front of team. The throv;ing or ^'A^' team stands on their goal 
line and throv;er stands 10 steps in front of his team. Doth teams may 
not move dovm field until ball is thrown. 
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Playing the Gamo (continued) 



Each team will got four chances, hereafter called dovms, to score. 
First play on the kickoff will count as a dovm. Upon receiving ball, 
receiver passes to one of his teammates. Teammate upon catching ball 
must stop and pass again. Passers may not run forward v/hen passing 
ball but may run laterally or backward to elude guard and to get in a 
more favorable position to throw the pass. Pass must ho throvm within 
six seconds. 

Defensive team tries to (1) intercept pass or (2) knock it down. If 
(l) happens, defense then becomes offense and vice versa. The team 
with the ball tries to score by throwing a series of passes from one 
player to the other. If (2) happens, play then stops and teams line 
up in numerical order facing each other at point from which pass was 
thro\m. Team ^'A'^ keeps ball for second down. Player who is next in 
numerical order from previous passer is nev; passer, and center is 
player \Jho precedes new passer in nujiierical order. Defensive team 
must line-up one yard from ball. Passer counts aloud, ^'1, 2, 3, hike J' 
Ball is centered on ''hike^^ and offensive team goes down field to 
receive pass. Only player allowed to guard passer is p].ayer on other 
team v;ho has same number. Players may not guard any closer than 3 feet. 

If team "A" does not score on second dom, ball comes back to line of 
scrimmage and above procedure is repeated for third and final dov/n. 
Passer for this dovm changes and is next player in order; center is 
always player viho precedes passer in numerical order. 

If no score is made on fourth dovm, team "B" gets ball at line of 
scri^nmage , Player on team ^'B*' who has next number in order from 
passer on team ^'A" becomes the passer for team '^B^l 

If team "D^' intercepts a pass, intercopter must stop his x^orvjard motion 
and pass to one of his teammates. The initial pass after the intercep- 
tion will count as the first down. Play then continues as outlined 
above , 

Fumbles - The ball is dead on all fumbles, and team that fumbled 
remains in possession. The two teams line up at point of fumble and 
play resumes. However, the passer who fumbled loses his turn at 
passing and next man in numerical order is new passer. It is assumed 
that all fumbles will be accidental. If a team deliberately fumbles 
so as to gain an advantage, the other toarri will be awarded ball* 

All touvhdovms must be made by passing ball over goal lino* 

After touchdovm, the extra point may be tried in one play. Ball is 
placed two yards from goal line, the teams lino up and player who 
caught touchdown pass throws for extra point. Preceding player in 
order is center. Extra point pass must be completed in one pass 
behind goal line. 
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Playing the Gaine (continued) 



After a score has been made, scoring team returns to their goal line 
and thro;70 ball to other team^ 

A thro;; off v;hich goes behind goal line before team *^B*^ touches it is 
called a touchback. Ball is brought out ten steps and put into play- 
by having the two teams line up face to face. Play resumes with a 
pass from center with receiver acting as passer, 

A throw off which strikes ground before receiver gets it remains in 
play, and receiver must pick it up and pass it from that point. 

A throw off V7hich goes out of bounds over side line must be taken over, 
providing receiver does not touch ball before going out of bounds. If 
he touches ball> it is put into play at point it was touched • Play 
begins with a pass from center. 

Penalties: A team shall lose possession of the ball if; 

1, Players are involved in unnecessary roughness. No body blocking 
allo;/ed. 

2, Passer runs forward to pass ball (Except when behind line of 
scrimmage ). 

Loss of doxm if; 

1* Passer takes longer than 6-seconds to pass ball. 

Offsides - Penalty is five yards. Team remains in possession of ball 
end passer loses his turn to next man in order. 

Variations of the Game 

After punting and place kicking have been taught^ the ball may be 
punted or place kicked off at the start of the game and after a score. 

Field goals may also be attempted after place kicking has been taught. 
The same applies for extra points. 

Plays can be arranged so that the even number pass receivers go long 
and odd number receivers go short and vice versa. 

Punting may be aUov/ed on the last doxm if team ^^B" indicates they are 
going to punt. Team "A*' v;ould then be allowed two players do^^ix field 
to receive the punt. There would be no rushing the kicker. 
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Stress I 



HOCKEY 



ERiC 



■ A, vSkills 

1, Gripping the stick 

2, Carrying the stick 
i 3. Dribble 

I4 , Push - pass 

5. Fielding 

i 

I 6. Tackle 

7 . 3ully 

35-6 i 8. Flick 

Supplemental 

^5-6 1. Roll in (for regular field hockey) 

i 

! 2. Corner 

^ 

. Activity 

1. For passing and fielding skills 

a. Partner passing 
I b , Circle passing 

^ c. Shuttle passing 

1 d , Pass exchange 

2. For dribbling and tackling skills 
a , Line voaving 

^5-6 b. Weaving dribbling 

c. Line dribbling and tackling 

3. Ccnbinations of a, and b, plus shooting 
3h-6 ' a . Keep away 

b. Offense against defense 
35-6 ■ c. Shuttle formation 
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Comments 



' Stress relaxed hands 

i and wrist- 

i 

: Emphasize "Stick" rule 

\ Stress: Dribble 

1 'tapping ball 



'ball close to stick 



; Stress: Push - pass 

I ^hands apart 

' -wrists relaxed 

I • no backswing 

Emphasizes Bully 
»bent body 
; -slight raising of 
sticks off ground 

! stress t Tackling 

- • positioning of body 



Grade 
Stress! 



HOCKEY 



I C, Games 
f?h-6 : 1. !Ut and Stop 

I 2 . Keep Av?ay 

Ooa Is 

.lodified Hockey 



3. 



3$-6 \ 5. Line Hockey 



, Explanation of Games 
I 1. Hit and Stop 





Dribble 


t as3 


r leia 










Y 
A 


Y 
A 






X 


X 


X 


X 


X 


j 


X 


X 


X 


X 






X 


X 


X 


X 


Y 


X 


X 


X 


X 


X 


X 


X 


0 


X 0 X 


0 X 


0 X 


0 X 
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0 X 0 X 0 X 0 ~x '6' x 

Players unlimited , Two straight linos 10 yr3rd3 apart j players 
opposite one another are partners, 

The object of game is to score the f^reatest number of hits in 
1 minute. Players must stop ball (field or trap) then pass to 
partner. Each pass counts 1 point » q 

0 ■ 0 

Keep Av;ay ^ 

°( X ' 

0\ 0 



Players: unlimited . C^'n use many circles 



The circle players try to keep ball from player in center. If 
center player stops the ball, he changes places vjith the player 
who made the pass . 



Goals 



X 
X 
I X 



0 

O 0 

0 



0 
0 
0 
0 
0 



Players unlimited 

The object of the game is to drive the ball over the opponent's 
goal line. Play is started by a bully in the center. Only the 
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forvrard lino may shoot for ;;^oals. If a back field player stops 
the ball, he must pass to a forward player, The players must 
not cross their boundary lines, A free hit is awarded for all 
fouls. One (l) point is avrarded when the ball f^oes over 
opponents' ^oal line. 



Modified Hockey 



a. Played on hard surface court 



Players unlimited. The hard surface court has 3 areas 
(2 Greek Dodfje courts and 1 basketball court). Divide team 
into 3 groups and place them in their area. Players must 
stay in their areas. 



The game is started with bully in center area by 2 opponents. 
Goal can only be scored by the forv/ards, A roll-in will be 
used when the ball hits the fence on the side and a corner 
when the ball goes over the end line, 



b, Played on field or in multipurpose room 



Y 



< K 



Eight players on a team: 1 goalkeeper, 3 fullbacks, h foTOard3 
The reraaininfy players in the class may be placed along the 
side line like in "Side Line Basketball", 



Play is started with a bully by 2 players in the center. The 
players cannot cross the center line so the fullbacks must 
pass the bail to their fonvards. The forwards will try to 
score a goal by hitting the ball or puck over the goal line. 
If played in the multipurpose room, the goal can be mad^^ 
by placing 2 chairs U feet apart at the end of the room, 
or by using 2 large balls placed in deck tennis rings. 

Line Hockey (played similar to "Line Soccer") 
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Plr-yers: unlinited. Players nre divided into 2 tonms nnd playorG 

of each teara i\tq niven a nunbor, 

Gcime; 1, ?, 3, or h numbers nay be called, Players spread out 
on floor and 2 players go to center for the bully, A 
player from each team whose number was not called will 
stand between foul lines and be goalkeeper. Remaining 
players v/ill act as fullbacks and if the ball comes to 
them, will stop the ball and pass it to one of their 
players on the court, After the bully, the teams on the 
court will try to shoot a goal which is between the foul 
lines. Teamwork is very important. 
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Cements 


1 

. A. 


Skills 




i 


1 , Throwing 


Emphisizo upv;ard 






follow -through * 




a , One hand throw 





'3U-6 
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(1) Serve 
(?) Volley 
b , Two hand throw 
2, Catching 



-'^ . 


Tvio 


hand 


overhand 


catch 




b. 


Tv;o 


hand 


underhand catch 




c. 


Set 


up - 


tv/o hand 


ove rhead 


hit 


d. 


Set 


up - 


one hand 


ove z^head 


hit 


0 . 


Set 


up • 


tv;o hand 


backward 


hit 



3. Underhand serve 
h. Volleying 





Two 


b. 


Dig 




(1) 




(2) 




(3) 


c . 


Gne 


d. 


One 


e . 


Set 



}], Activity 

1, Throwinf;^ and catching skilla 

a. V/all (one ball per pupil) 

b . Shuttle (squads ) 
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Plastic balls aid 
in learning skills. 

Stress; Serve 
• avoid open hand 
•lock elbow 
'Contact ball at 

waist height 
' accuracy 
' f ollow-throupjh 

flexible sorvinp, area 
•bodv balance 



• Stress: Volleying 
' keep eyes on ball 
position to receive 
■finger control - 
"the ball is your 
friend'^ 

use of whole body 

Eruph^iQizo x Dig 
■hands on top of one 

another, thumbs are 

para lie 1 

elbows tight 
• arms straight 



2. Serving skills 

a. VJall (one ball per pupil or squads) 

b. Shuttle (squada) 

c. Alley (teams) 

d. Spot (teams) 

3, Volleying; skills 

B, Vfall (one balJ per pupil) 

b. Shuttle 

c. Circle 

li. Set up skills 
Circle 
b. Shuttle 

Ganes Throw Catch Serve 



Sot 
up 



-ver 
hand 
Voile 



1. 


?;ewcomb 


X 


X 


X 




1 




^ . 


Plastic/vinyl ball 


X ; 

i 








i I 

i I 




b. 


Deck tennis rinr^ 




X 


^ i 




1 j 

' 1 




c , 


Medicine ball 


X , 

f 


y. 


i 

! 






\ 




d. 


Football 


X i 


X. 


X 






1 




e , 


Capeball 


1 

X 












2. 


Modified volleyball 


j 
















Catch and hit 


} 

i 

1 




X 


X 


X i X i 




b. 


Assist on serve 






X 


X 


1 ' 

X 1 X 1 




c » 


One bounce 






X 


X 


X 


1 

X 1 




d. 


Unlimited hits 


1 




X 


X 


X 




3. 


i:eck 


Tennis rewcomb 


1 

X 


X 


X 




! ! 

' i 


a. 


Veil 


oyball 


1 

1 




X 




X ■ X 
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Explanation of Games 

1 & 2. Rules for i'ewconib and Modified Volleyball 

a , Object of Qane i 

:^ewcomb catch and throw the ball back and forth over 

the net without ball touching the ground 
Modified Volleyball catch, set-up to self ^ and tap 
ball to a teammate or tap it directly over 
the net 

b. Court: 

The official playing space shall be 30 feet wide and 
60 feet lonfj. (i'ote : A smaller space may be used for 
indoor play depending upon the sp^>ce available) 

c, Equipment: 

Beach ball, plastic ball or, volleyball 
A volleyball net 

Two upright supports with the net at least seven feet high 
d » Players 5 

Team composed of nine players arranged in three lines 
of three players each, Interchange of position in a 
line is not allowed in classwork» A greater or smaller 
number of players may be on a team, 

e , Time 

Game shall be played in two halves of 10 minutes each 
with a 2 minute rest period between halves. At the end 
of the first half of the game, the teams shall change 
courts. The team with the highest score at the end of 
the second half shall be the winner. In case of ties, 
two additional periods of 2 minutes each shall be played 
until the game is v;on» (Note: In classwork, the length 
of halves may be increased) 

f. Playing the Game 
(1) Start 

The team whose captain vrins the toss of the coin 
starts serving. This advantage shall be reversed 
at the start of the second half. Server must servo 
from behind the right one -third of end line, 

Server must stand with both feet behind end line. 
Ball is served by striking it with hand. Server nay 
have one assist in getting ball over net. If ball 
hits net and goes ove^, another serve is allov;ed. 
I. ball touches net again, it's n lost surve . 

A ball which hits not and doesn't go over is n lost 
serve » The original server continues to serve until 
his team fails to return the ball. (Option; If 
competing schools agree, the servo may be made oy 
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throwinr^ Iho ball instead of strikin^^ it. If the bail 
is throv;n, no ossistnnce can bo ^^iven by teommntes on 
the serve,) 

Rotation of Players 

Rotate all players oo each has an equal opportunity to 
serve. Diagrams 1 and 2 show two supifjested methods of 
rotating , 



! X >X - )X 



X 



10' 



Serving Area 



Scoring 

One point is scored if the recoivin^-^ team fails to return 
b-ill accordini^ to rules. If serving team fails to return 
ball, they lose serve. Only servinf^ team can score 
points , 

Flaying the Ball 

Each team has throe attempts v/ith which to return ball 
Each player may catch ball and set it up to themselves 
to bat over net or to a teammate (Except Mewcomb — 
throv; and catch). 

A player may not take more than one step after 

receiving ball or hold ball longer than three seconds. 

Violation is s?ime as a missed ball, 

*Jo player may play a ball twice in succession. 

A ball other than the service which touches top of 

net and goes into opposite court is considered a good 

ball and must bo played* 

A volleyed ball which goes into not may be played on 
a rebound from the net. 

Touching net or reaching over or under net causes 

offending team to lose point or serve* 

Serving or volleying ball out of bounds loses serve 

or point for offending team. If a ball going out of 

bounds is touched by a player, he is responsible, and 

ball must be played in regular marner. 

Options - Teams may be allowed a greater or less 

number of attempts to get the ball across net, 

depending upon ability. 
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Deck Tenniy :!ov;conb 



a. P]ayors--the team nay be composed of 6 players, (Size of loan 
nay vary) 

b. Equip(riont--Tho rinf; shall be a regulation dock tennis ring. A 
ref;ulation volleyball court may be used with the net at the heifjht 
of 7-8 feet, 

c. Time — By tim-* limit or point limit 

d. Playing the Game: 

(1) Start — The team v/hose captain v/ins the to33 of the coin may 
servo or receive. This advantage shall be reversed at the 
start of the second game. The best 2 out of 3 frames shall 
determine the winner, 

(?) Rotation--Members of the team may servo in any order desired, 
however, once this order is established, it must be maintained, 

(3) Playing the Rin?j--V/hen the ring is fairly served, the players 
of the opposing side try to catch it and toss it back acrosj 
the net. Either a forehand or backhand delivery is allovrcd 
v;ith the rint^ taking an upward fli^^htj however, the ring 
may take any form of spin while in the air, The ring must 
not touch the ground during play, and must be promptly and 
continually returned. Play continues in this m^inner until 
the ring touchevS the playing surface. 

Two players may catch the ring at the same time providing 
one player withdravrs his hand at once and the ring is 
immediately returned. A fumbled ring may be recovered only 
by the player making the fumble and the returned throw 
must be made by hand-catching it. Passing is permitted, 

iU) 3coring--A point is scored for the server's side each time 
the ring touches the playing surface in the receiver's 
court , 

e. Fouls resulting in a point or loss of aorve : 
(1) Catching the ring with both hands 

(?) Catching the ring v;ith one hand and changing it to the 

other before making the return 
(3) Allowing the ring to slide over the wrist in makin^^ a 

catch 

ih) Batting the ring 

(5) Holding the ring instead of making an immediate return 

(6) Throwing the ring so that it fails to rise from th^'^ 
thrower ' s hand 

(?) Feinting when making a return or serve 

Volleyball (use regulation volleyball rules) 
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Grade 
Stress 



SOCCER 



Commonts 



%-6 



ERIC 



Skills 

1. Dribbling 

2. Passing 

a. Instep kick - top of foot 

b. Instep kick - inside of foot 

c. Instep kick - outside of foot 

3 . Trapping 

a . Foot 

b. Chest 

c. Inside of leg 

h. Two hand overhead throw-in 

5. Punting 

6, Volley kick 

7 , .-leadin^^ the ball 
3. Tackl.ing 
Activit;'' 

1, For kicking and trapping 

a. V/all, fence kicking 

b. Roll and kick 

c. Circle kicking; 

d. Kickinf^ for distance 
e , Cio^l kickini^ 

f . Zifj-zag kickin^^' 
?, For dribbling skills 

a . Line dribbling 

b, Shuttle dribblinn 
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Stress : Dribble 
control 
push 

En]:ikasize accuracy cf 
oass. 



Stress: Trapping 
body parts should 
fjive v;ith ball 
•trap, control, '^nd 
then pass 



Stress: '-leading 
-eyes on ball 
hit ball vith hend 

Emphasize tackling 
ball not player. 



Grade 
Stress ! 



SOCCER 



Ccrrj-rients 



c, V/oave dribbling around obstacles 

d. Circle dribbling 

3* For tlirowin/^ and trapping skills 

a. Line throw and trnp 

b. Zig-zag trapping 
li. i^'or leading skills 

n . Line leading 

b. Circle leading 

c. Goal leading 
For multiple 3killj 

a, Conbinations of 1^ 2, 3^ ii 

b, Offerioe a^rainst defense 



5. 



3h- 



Gar^o.s 


Kick Trap 


Dribble 


Throw 


' ie a d 


1. Soccer dodgeball 


X 




X i 




X 


?, Soccer long base 


X 


X 


X 1 






3, Squ'ire soccer 


X 


X 








h . Soccer-kickball 


X 


>^ 






X 


Line soccer 


X 


X 


X 


■ 





Explanation of Ganes 

1 , Soccer Dodgeball 

Similar to regular circle dodge, except you kick soccer style p\ 
people in the niddle rather than throv; the ball, I'lhen a raiddle 
player is hit, he helps get the others out by coining the outsiir 
kicr:ers , 

Variation: Primary grades rnay handle the ball v:ith their iia;id;s, 
set it in ce for the:':srjlvcs, then kick, 
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2. Soccer long-base 
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Players J 8 to 10 on a toam, Teams unlimited 

Game: Two teams play in a limited space in v/hich n starting; 
line is drawn. At right angles to the starting line and a 
100 feet into the playing area, a base one foot square is 
drawn, As one team takes any position in the field, the other 
stands near the starting line, The batter places the ball on 
the base. He kicks the ball into the fields then runs to the 
base and back, as fielders try to put him out by trapping the 
ball, heading it or blocking it with both feet off of the 
ground, or by kicking the ball so it will hit the runner. 
Play until three on each side are out for an inning and play 
as many innings as desired, 

3. Square Soccer 

This is comprised of four teams arcurid a square, each numbered 
player tries to get the ball, by soccer movements, through the 
team opposite from thair line. 

Players are called out by numbers as in ^'Steal the Bacon", 

All line players act as goalies and protect their line. 

Roll or bounce the ball to start the game, Tiy to keep the 
nlayers from colliding over the ball, 



li . Soccer-kickball 



X 

X 

X 



i kick 



dribble 



run ^ ^ > 



In this game, a cat ■ ^3r kicks a fair ball in front of goal, then 
runs to base and back before fielders trap the ball, dribble 
and shoot through the goal. Runner scores if he gets home 
first, Teamf. change after three outs, fiands are not allowed, 

A variation night be that the next batter in line acts as the 
goalie or fullback. 



Line Soccer 



1 X j. . 1 


0 1 


2 X 




0 2 


3 X 




^0 3 


U X 




0 14 


S X 




0 5 


6 X 


0 6 



Players are lined up shovin, Cbjoctive, for opposite 
players, a3 called by numbers, use soccer movements to 
shoot the ball past opposite line or gool, Other players 
are goalies and protect goal, or line. Can be used 
indoors or outdoors. 



Additional Games 


Kick 


Trap Dribble 


Throv; 


He a d 


1, Circle soccer 


X 


X 


X 






2 , Keep avay 


X 


X 


X 




X 
X 


3, Modified soccer 


X 


X 


X 




X 
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\j01 ZOHxl, 


Comments 


OKliXS 




1 . Throwing 


EmnhasizQ ! 




♦V/riat snap & follow- 




through 




"Ivavo goodbyo to baix 


2. Catching 


Stress s 


a. Above waist 


'flyball -fingers up 


r eround ball-f in^yor'-^ 




down 


b. Below vaist 




c . Right side 








^ Pi rH ncT 




ct * {jL ouna uaii 


Stress; - Grouiid 


b . Fly balls 


, Hands on grourd 


.Ready position-foot 




apart 


LI - Rnnti Y\iy 


.Move to meet ball 


P * ULlJlg 


Qnphasize importance 


bunting 


6 • Base running 


Emphasize : Batting 




.Svjing mimetically 


/Jrist roll 




.Arms extension 


1. Throvring and catching skills 


,Step towards pitch?r 


a. V/all throwing (a ball for everyone) 


Ehphasize on baso 


b» Partner throwing 


running- modified 


sprinters st.uri. 



c. Zig-zag passing 



d. Fly ball catching 
2, Batting skills 
3. Batting tee 
b. Batting practice 
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Softball 



Games 


Throw 


Catch 


Hit- 
ting 


1, Too ball 


X 


X 


X 


a . Boys 


X 


X 


X 


b. Girls 


X 


X 


X 


2 , Long baso 


X 


X 


X 


3* Beat ball 


X 


X 


X 




Y 
A 


Y 

A 


Y 
A 


^. speed Up Softball 


X 


X 


X 


6. Itodified Softball 


X 


X 


X 


7. Regulation Softball for Baltimore 
County ELernentary Schools 


X 


X 


X 



Explanation of Gaines 



1. Tee Softball 

Players; Two teans, 9 players on a team. 
Playing field: Softball diamond, 1^5 -foot bases. 

Players placed as in diagram* 

Rules : 

Have fielding toan assume rogulnr positions* 

Place a batting tee (a standard to hold a softball) on homo plat( 
Pitcher does not pitch, but catcher places ball on tee. 
Pitcher placed in box to field balls 

Number players consecutively and bat in that order. 

Tee may be raised or lov;ered. No. 1 batter fiteps in box and ca-. 

'^ready'^. Batter swings at bat level and tries to hit ball solid' 

Have batter hitting ball fair run the bases and fielding team th 
to the base ahead of the runner to get him out. If batter misse. 
balls, one strike; a foul ball, a strike; three strikes, out. 

Rotate every fielding team mcnbor one ponitic-^. \:h^'' a batter is 
put out. 

Scoring: One run scored 'irhen batter touches -jII ba^ts and hor.o 
plate. Three outs, teams exchange places (5 or 7 innings ccimt i 
game ) 
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Softball 



Long Base 



Pitcher's Box 
,6^3*' I 



30' 



Long 1^0 se 

3' X 3 

/ 

> 

^5' 



/ 



/ 



Softball Field lino 



Home Plate 



Long Base 



Equipment - a "30ft Softball and softball bat shall bo u3od . 



Play area: Tho long base shall be sixty-fivo feet from homo plato. 
This base must be placed to right or loft of pitcher position to 
avoid collisions. First and third basos are used only to designate 
and define *^fair area^* . The long base may be a polG> large square 
draw on the ground, etc. The pitcher's box is from thirty to 
forty feet from the home plate^ or as agreed upon by officials. 

Player: Tv;o even sides of three or more players on a side. Pitche 
catcher^ fielders. One of the fielders steys by the base. Playorc; 
must run to »'base" on anything that touches bat, foul tips, fovls> 
or fair balls, etc. A player must continue to bat until a '^touch^' 
is made. If a foul tip or foul ball is made by the player he must 
run to the base and must remain at the base until a succeeding 
player makes a fair strike. If a fair strike is made by the player 
he must run to base and then run home if he can. All players held 
at base by previous foul balls may run home on any fair strike. 
Three outs change the sides. 

Cuts are made by: 
•Any fly caught 

• Any person throv/n or tagged out at long base or tagged out at horns 
.Any person tagged running betvrecn bases or any person tagged off a 
bases 

.Any players on batting side being hold at long base constitu.^es a 
side out 

.Any player vho '*sl:"x,j3" the bat vjhcn starting "or ba:^*.. 
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Softball 



Scoring; A point is nade for the sido at bat each time a battor 
roaches long base and returns hone again or on a fair hit. vSeveral 
players may be hold at the base at the same time and all must wait 
imtil a "fair strike" before they can nin home and score. (Note: 
All players returning home must tag the base.) For those not 
skilled in the knowledge of baseball, and for younger children, 
twenty-one points shall constitute the game, though a higher score 
nay be agreed upon* For other players, seven innings shall be th( 
official number for a game. In case of match games the players 
shall not be less than five on a side and as many more may be used 
as agreed upon by the captains and instructor » 

3. Deat Ball 

Players: Tv^o teams, with 7 or more players on each team. Boys or 
girls can play 

Playing Field: Softball diamond, [i5-foot bases. Players play as 
in Softball » (See diagram on Toe Softball) 

The Game: 

Have pitcher toss underhand to batter. If batter hits ball, he ri-rij 
to first, second, third, and home without stopping* 

Have fielders get ball to first baseman, v;ho must touch base with 
ball in hands. First baseman throws to second on base, second 
baseman throws to third baseman on base, and third to home. 

Call out any runner preceded home by ball. Ball must boat the 
runner home (not just base aht^ad) If runner beats ball home, 
runner scores one run for his tf^am. 

Guts: three strikes; fly ball caught, foul fly ball caught 
Batters: nu,:.bered and bat in order 

Scoring: one run scored v;hen batter touches all bases, and home 
plate before ball. 

Three outs: teams exchange places. 

Game : 5 to 7 imings 

1-2-3 Softball 

Players count off startling vdth Hi, 
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Softball 

Positions s 

//1, 2, 3 - battors - shortstop 

aU - catchor #9 - 3rd baso 

{f$ - pitcher //10-loft field 

/r6 - 1st baso //11-contor field 

/;? - 2nd base //12-right field 

If there are more than 12 players, ir. crease the number of batters 
and/or outfielders, 

Rules: same as softball 

Rotation: 

If batter flys out he exchanges places with fielder who caught fly. 

A player who grounds out or who is forced or tagged out goes to 
right field, players rotate as follows: RF to CF, CF to LF, L-F 
3B, 3B to SS, SS to 2B, 2B to IB, IB to P, P to C, C becomes a now 
batter. 




5. Speed Up Softball 

Purpose: To add some lift to a normally slow game 

Have regular softball positions. Dattin^^ tec.m nus'':. supply u fir^ l 
base coach and a third base coach who v;ill he Lp the base runners. 

Have only throe pitches per batter • If batter doesn't hit in 
three pitches, he's out* 
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Have battinc toara supply pitcher from thoir ovn torn. That 
pitcher may not play any hit ball or any ball throvm by tho 
fielding team* 

Have pitcher take his normal turn at bat and a nov; pitcher v.Ul 
take his place* 

To change sides: The pitcher may pitch as soon as his batter is 
ready, (Bo sure of safety). This means the former batting to?m 
will have to hustle to thoir playing positions to be ready for 
first batter. (Do not run near oatting box) 

Allow no bunting or stealing. 

Have one of the batting team members catch if the fielding team 
does not have enough players to supply a catcher. But on any 
throws homo to got a base runner out, a player from the fielding 
team must cover the throv/ to home plate* 

Have sides change after throe outs or all players have batteo 
during a single inningt 

Have first base coach call the outs at first and second base. 

Ihird basG coach calls tho outii at third and hone base. 
Those coaches will also have their regular batting turn and a 
substitute vdll take their place. 

6. KodiXied Softball 

This game nay be played m place of kickball for ^^th and/or 
6th grade girls. The degree of modification will depend upon 
the ability of the children • Using kickball base lines and a 
regular home plate, a volleyball, utility ball, or an 8^^'^ playgrounc 
ball is batted viith a bat. Tho ball may bo pitched or hit from a 
battiiig tee. Rules for Regulation Softball for Baltimore County 
Elementary Schools are used. (See next item //?) 

5th and 6th grade girls have developed good playing skills 
a working knov;ledge of rules j and playing strategy, they may bo 
introduced to regular softball. 

7. Regulation Softball for Baltimore Couiity Elementary Schools 

The rules of the Amateur Softball Association of America shall 
govern tho play of this game with the exceptions listed below: 

The diamond may be 50 feet on each side of a square for fifth 
grade boys and sixth grade girls. 

In the boys' gane^ pitchers maybe 35 feet from the outside corner 
of home plate. The girls' nay be 30 feet from home plate. 

A game shall consist of four innings or a time lii^iit of hS iiinutcs. 
No inning shall start after minutes unless game is tied. 
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Grade 
Stress 



Softball 



A batter v;ho throws his bat is automatically out and the ball 
shall bo declared dead, Ruimerf^ must return to the original base 
occupied v;hen this pitch v;a5 nade» 

Regular spikes nay not bo v;orn on shoes. Little League rubber 
baseball shoos nay bo vjorn if desired. 

No stealing is allov;ed. 

No running on a dropped third strike is allo;ved. 

The infield fly rule noy bo called or waived. 

A runner may take a lead after ball has left the pitcher's hand 





and nay continue to next base if 


a play is 


made on a 


runner . 




A player may not steal home 'onles 
runner including himself. 


s a play is made on any base 




Additional Games 


Throvjing 


Cntcl-.ing 


Hitting 


sMl 


1. Long base toe ball 


X 


X 


X 




2. Bat ball 


X 


X 


X 


31,-: 


3 . One pitch 


X 


X 


X 




U . Hit through short 


X 


X 


X 



V 
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Dra>rin^^; 

A Teacher's Guide to 

Ele ^{e nta ry School' Fhys.i col 

Edi" C'ljbion, Cochran ^ 

V/i2' InGcn, FarD.ow, 

V/es . Ghe-.tor State Collep^ 



I T E H E 3 T MOTIVATORS 



Ac :ion Yerjcs 2>8 

Action Finger Plays 301 

31cck Kelny .303 

Iwling Rolay 

Ccr^batativo Ga.noy , , 3C^> 

Kxvloviv[; v;ith lloops - Advanced » , . . .309 

Free or Floor Exercise...., , 3II 

Frisbec Rascbal 312 

Fun v;ith Inner Tubea » , 313 

{op Scotch , .3l«j 

Individual Fvonts 321 

Inexpensive and Homenade Equirnent , , 32^ 

Stuffed Sock ^.^11 .327 

V/cund Ynrn or Pom Pen :3cill 328 

Yarn Puff Ball . .329 

Kickbnll Rules 33C 

Lu;:ey Sticks , . . . ,331 

Cbstacle Relay , , , 333 

Shuttle Relay 33li 

Tu ^ Of vr^r , 335 

V/restliu : Unit , , 331^, 
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INT^RiiST lIOTIVATOIiS 



'iho Interest liotivator section is a collection of natorials which 
have been found to be of value to pupils. Teaching time pornitting, the 
teacher v;ill find these activities to be of groat value for the follov^- 
ing roa-^ons! 

1j Ihoy provide a raeans of further utili.^ation of basic skills 
by usjjig then in different situations, 

2« They provide the rr.oro skillful or advanced pupil with a ohal- 
longe to his abilities and helps maintain his interest, 

3. They provide a means to ro-cnforco and enlarge upon the base 
program. 

h* Ihey provide material to acquaint children ;ath actdvities 
from different cuD.turcs, countries and timers, 

5* Thoy provide an oxcollent opportuuity for flexibility in the 
overall physical education program, 

6c They may also be used in conjunction vrith t}io base pro^^ram. 
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ACTIC;' 7Kii3Ef> 



i 



'[ands on your hipj, hand on your knocni. 
?ni them behind you^ if you ploaoo. 
Touch your shoulders, touch your nose^ 
Touch your knees, and touch your t^oes. 
I'ovJ rai.^e then up 30 very hU^h, 
And let your finder ^; swiftly fly. 
Then hold them out in front of you 
'.'hile you clap them, one, tv.'o, one Ivjo. 
Your hands upon your head nov: olaco, 
Then touch your shoulders, next your face, 
••alGc them up hiFjh as you did before^ 
:^ow clap thorn hard - one, tv.'o, three, four 



Stretch up high 
:;>iretch doiMi lou' 



And away v:e go . 

.akc a circle in the air, 
3v;oe]:) your arms around. 
:[ovj the other — do the came 
And jump up off the ^'^round. 

'7e like to bend 

'^e like to stretch 

V'e m*ake our muscles stronf^. 

'3end stretch, bond, stretch, 

All the whole day long. 

yirst I bePid my knees, 
Then I stand up tall. 
Dov.'n up, down up — 
Like a rubber ball. 
F'irst I 'mi short 
Then I'm. tall. 



On my ilead 

On my head m.y hands I place; 
On my shoulders. On my face. 
On miy hips and at my sides; 
Then behind me they will hide 

I :Jill hold them up so high; 
Kr-xko my fingers quickly fly. 
Hold them out in front of r.e. 
Swiftly clap, 1-2-3. 



Touch 



I'll touch my hair, my lips, my eyes; 
I'll sit up straight and then I'l). risc^ 
I'll touch my ears, my nose, my chiji. 
Then quietly sit do:m af^ain. 



.iy feet can be together, 

i-iy feet can spread so wide. 

liy feet can slide beneath the chair 

And there they stay and hide. 



.7e can jump, jump, jum^p, 

Ue can hop, hop, hop, 

'/e can clap, clap, clap, 

.7e can stop, stop, stop. 

'./e nod for yes, we nod for no, 

'Je can bond our knees a bit 

And sit down slow , 
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Action 7crf?es 



Rirht and Loft 

Zhi?> is r:y right handj 

Raise it up hif;;h, 
'ihio is my loft handj 

X ' 11 touch the sky. 
'light hand J left hand, 

TvJirl then around, 
Left hand^ right hand, 

Pound J pound, and pound. 

Thin is r.y rif^ht foot^ 

Tap, tap, and tap. 
This is ny leTt foot, 

Pat, pat, and pat. 

i-i?^ht foot, loft foot, 

•lun, run, and run. 

T.eft foot, rip,ht foot, 

Jump-jur,p for fun, 

race right, face left. 

Turn round and round. 
J ace left, face right, 

Jump ur and dov'n, 
i'ir,ht hand, left hand 

Clap, clap, and clap. 
:M-ht foot, ]eft foot. 

Tap, tap, and tap. 

Virgin!?. Lee .aloiiey 
Instructor Golden Book 

•yc 'Vc -rr <- -Jf 

An F^xercise [^hyrr.e 

Tv:o light feet fto tap, tap, tap. 
Two small p.ands ro clap, clap, clap. 

A quick little leap up fron the chair. 
T'.7o long arns reach high in the air, 

Tvn light feet go jur^p, junp, junp 

Two little hands go thur.p^ thurr.p^ thump. 

One smal]- body turns round and round. 
One ]itt]e child sits quietly down. 

Instructor ..'agar.ino 

^ <!r ^> ^A- -'A- 

ot'.nd as high as a tree 

Str..3tch as v:iGo as a house 

vOtoop as lo:: as an elf 

llou sit quiet as a little nouse. 



Going '/or A .\alk 

Going for a v:alk? 

There are n;any ways of walking, 

you know. 
You can walk forward, backwards. 
And sideways J so Itt's go, 

I^t^s walk with a thur.p, 
Give a big jump 
Over a tree stu.n^p. 

Then hop on the left foot. 

Hop on the right. 

tiptoe . . .tiptoe . . . 

hOW stonp with all your r.ig^lt. 

Lot^s run,,. let's drag... 
Lot ^3 2ig, , .let's zag. . . 
Let's slide .. .let 's glide... 

Then take a giant stride. 

Let's skip along, whip along, or danco 
Lope along, mope along, or prance, 
Ti'ot along, plod along, or hurry. 
Sweep along, creep along, or scurry. 

How why don^t we trudge, 
Or not budge , 

Till we We eaten all our fudge. 

'Thile we're resting, let v\e think. 

Pve got it, L^y we can slink-- 

Slink like a cat; 

Or fly like a batj 

Or slither like a siiake; 

'/addle like a drake; 

Clip-clop like a colt; 

\Ihiz like a bolt; 

Scamp^er like a pup; 

March with a hip, hun; 

Strut like a cock; 

Or leap frog down the block. 

Stop: 

To look in the window of the c^ndy sV.o 
Then spin away like a to;,' "^.op, 

*'alking is fun. 

Just pick up your feet high and prance 
And walk in whatever way you fancy. 

Lili Art-1 



;'-:ti.on? Pound ri^ht fist on ri^^ht knee, 

Johnny works v.'ith 1 harrjr.er, 
One hairjr.er, one harrir.or. 
Johnny tjorks v.'ith one harr.er, 
Then he v:ovkG with 2, 



Action. Pound both fists on correspondin 



Johnny '..'orks with 2 harrr.crG, 
'i'^o hanr.err>^ tvio harrr.crs, 
Johnny v.'orks with tvw hamers^ 
Then he worko v:ith 3« 



Action: Tap ri.':^ht foot along v:'ith both fiats. 

'Lnr.j"^ haiomers, three haFiT-ors, 
Johnny v^orks with three liananors, 
Then ho ^'orks with 



Action; Tap both feet along >ath fists, 

Johnny works with h harjr.ers, 
?'our harrir.erc^, four harjnerj, 
Johnny works ^:ith four hari/rors^ 
Then he vjorks :-:ith 5, 

Action: ^bve head forward and backward plus the other novemonts, 

Johnny vjorks ^nth five harr.ors, 
i*ive hairjr.ers, five haraners , 
Johnny :oorks with five harjr.ei^s, 
Then he goes to sleep I 

-Jc '/r ^- X- -i'r "Yr -)ir 4r -K" i'- 

!^xe raise 



'first touch your nose; 

rio'.j touch your toes. 

Touch your hair; 

Then touch the chair. 

Touch your shoulders left and right 

Vfave your arms ~- like birds in flif^ht, 

IJov? be quiet as a ir.ouse 

And tippy- toe around the house. 



ACTI^M FIMOER PLAYS 

I have tcti little fingers 
And thoy all oc/i.ori:; co :\o , 
^^ r^ I can r;ake then do chinrrc 

Uould ycu Ijkc to see? 

" Or open then 'jido. 

I can put tr;o"i to::;cthor 
Or nalcc then all hide. 
I can r:akc th^ri ju:ip hi^h^ 
I can I'laJcc then jun.p lo':^ 
I can fold thon up quietly 
Ana hold ther:] Just co. 

VerGc Action 

IVo lit tie houses cloced up tight. Pints clo:jed, thur.O>i: clo^jod in. 

Open up Liio ;;indov;n and let in the light, Finr.XTC and thur.b:] ^tr etched. 
The littj.e finger people ^ tall and :;trai:;ht. Fains to front ^ fingnro erect. 
Ready for first grade at half-naot-oicht. Fin^^ers erect^ hands and ariiv> 

r:ovG Jerkily for;:ard, 

Ilerc's a cup and hero's a cup Make fist of loft h-^nd and shoi: 

it for each cup« 

And hero's a pot of tea. ynko fist with ri^^ht h:.nd, 

Extend thu:".b. 

Four one cup^ pour tv:o cups* Fi.ur ton into cuv^s. 

There's a cut.^ for vcu -^nd r.e . 



And here • a bcll^ 

And a :";roat big ball I see. 

Shall \'c count then? ^xe ;'ou ro'idy? 

Cno, t-:o_, throe. 



Srioll circle nadc :;it!i Lhunb 

and index finger, 
Larf^e circle nado by usin^ both 

thunbs and index fingers « 
p:u:j;e circle nade vath arns. 



T:-:o little blackbirds 
Standing on a hill. 
This one is Jack 
And thi 



Fly 

V1 



w ac.v J 



u.u^k Jack J 
^or.e back Jill, 
i'.-:c little blackbirds 



.tanciinp on a 



v. - 1 1 



Hrjids on 'shoulder: 

3ho;: hand. 

3ho:: hand. 

Hand behind back. 

Hand behind back. 

Hand on shoulder. 

Hand on sliouldor. 
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Here's a beehive^ but ;:hore aa^e the boes? 

Hidden a\:ay ::here nobody seosr 

\,o\r they cc-rj coning cut of the hive 

Cao---t:ro-— throe ---four-- -five, 

vU ss^ an* xj 1. Z7> » 

'^01 



i\iko a fist^ thunb closed in. 



Sho's fin>:ors^ one at a tis.o 



'['hi:"; Uio vny mc ir':o a l;r;l]oo:i, 
r::, 

Thi:; ir; tlvv \'c blo^r our :j'n].l.oori, 

bio::^ ol'S/y 

Thir "L^ tho ::ay ::o bronl: our bal'^v^ori^ 

ob, :h, ch. 

Thif; is a c:.oo-choo 
Ivfrin^; do;:a the track. 

lloi: it ^'j r,oin'^ bad:. 
^;o*: tho boM ic r?.n;::l:\^^ 

the ;;lvi.3tlr blo:::>. 

V'^at a lot oT noise it riakor: 
lA'cr,r.;hci'o it gooG. 



IIan''C; in IrwUt of boov^ palo 

flat vo,.:=M!:or. 
Irctoud to bb.a; iaio ha:ob";, 
Clrv.^ hand::. 



PC'iir] bent at oIjcu^ roi^iul 
arv.i ia.un^i lii:^? vVioclo, 

i\ur ::torr; ror;:ord, :;bcoi;: 
turn in f: a I r/irj'r:,. 

?ci;r ;occo;a b/tckwarr: , 

Arr::: pu].! ';0 if oullbif; a b^: 
ror 0 , 

UanaL: to r.outb ao ir blcoriri/- 

^:hi:JtIo. 
Covor QC'Sz \:ith hando. 
Arra cutclratchcd tn indic^^ 

ovor^a/horo • 



Tin:: ic ro/ ri;;hi. horoo . 
I'll rai::o it up bl/ai, 
Tliicj io i\y lof^ ha:r.l, 
I ' 11 tcuch liio ooy. 
i;i^ht h'.ad, J of': hoad, 
boll thcN :aaoand. 
bofi hr^ad, rirh<. boad^ 
Pounds rcuivij o.o.iad. 



Ten :llc aoidiorr: ataarb.a,; la o rc-'o, 'Si\r.' lKo o- ;i fl;.;-ora^ o'---''^ 

cut^'ard. 

Thoy ai? bov do'oa to tlio ca;:taiti, ro; , Cb::;'; ::rvl tli^n o;oa fbo;rrr::. 

Ti"u;0' narch to tho loTt, IbAX both haa'^o to lof\.. 

ThoY ::.rch to bho rioht, boo ::arc},ia:: notion. 

They alb stand otiil all roady to Ti^avo, Hand:; ot:ll, fincorc npri;;ht 

Alon^; c^CL/o a ro:aa ;:iih a jjroat bit;; ipm 

Ohj you ahO'Uid noo thooo littlo oojoliora 

run. bunniac notion. 



I'n a little toanot, oh'irt and atouL, 

This io lay hra^dlo^ Hir:l]t hand c>n hip. 

This ic ;ry spout. Ldt hand in air, 
'.lien I yet stea;:od un^ Lhen I about. 

Just tip ro over -r^d pour no out. Bond body to left, 
T bi a very clever [:ot^ it's ^ruo , 
Iierc bs an example of -oriat I can do. 

i can clion^^o ny handle ond 0000^:: ny snout . Cbonyo position hands. 

Just tip L,o over and j'our no o-;t, Tl^md body to rif;;ht, 
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BLOCK Rr;LAY 



!• Players: A block relay tean shall be ccnposod of 8 players and two substi- 
tutes. 

II* Equipncut: A. Six blocks* (l-^" x 1^" A. B. C. blocks) or nonrolling objects 
B» Starting lines - one 12'^ square dravni 5' in front of starting linoj aix 
6" X 6" squares at 5' intervals* Lay-out on court. 

III-^ Formation 

Toan A 5' 1 5^ 1 5' 1 5' 1 5' 1 5' 1 5' 1 

X X X X X X X X f ( ix, jx'l |X| ix'' ,x. (X; 

Tean B 

X X X X X X X X [J2t l>^j i^i ;>^| t^*| 

" i 

Starting 12'^ I 6'' 

Line square square 



IV, Rules: 

A. Place blocks, one each^ in the 6, 6'^ squares. At the starting signal, 
the number one riinner retrieves the blocks, one at a time , and places 
clearly within the 12 square. VJhen all six blocks""are retrieved and 
vrithin the 12" square, the Ml runner touches the hand of the number 
tv;o nmner and that runner replaces the blocks, one at a t ^e ^ within 
the 6, 6" squares. This continues with p'Layers three, five and seven 
retrieving the blocks and players, four, six and eight replacing blocks. 
VJhen number 8 runner has finished replacing the 6 blocks and crosses 
the starting line thot tean is finished. E^ich player as ho finishes 
should go to end of his line and kneel down, 

B. Have all runners vjaiting their turns keep both feet behind starting 
line until their hands touched. Violation of this rule is dis- 
qualification of tean. 

C. Have all blocks placed within the squares so they do not touch any 
line. Officials nay request a player to retuiTi and place a block with- 
in the square, before the runner picks up the next block. Failure to 
return and place block within square will result in disqualification of 
tean. 
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I. Playors: 8 Bowlors - 1 pin boy 

II, Equipment; 1 duck pin, 1 Softball each team 

III* Distances 30 ft. from foul line to pin. Set up on hard surface court. 

IV, Officiali3J Foul line judge who is also starter, 1 score keeper each team 

Vp Relay: Have bowlers roll 1 ball in rotation and continue until toaia has 

knocked pin down 6 times. Bowler goes to end of line for next turn. 
Pin boy resets pin and rolls ball back, 

VI. Foul Lines Don't count score if bowler stops on or over line» Judge nay 

stop action with whistle and declare ruling, 

VII. Pin Eoy; Roll ball back, don't interfere with opponents pin or ball, pac;s 

in back of opponents pin to retrieve own ball. Judge nay dis- 
qualify tean if, in his opinion, interference is deliberate. 

VIII. Ricochet: Score for opponent toviard his 8 knockdowns if ricochet from 

own pin knocks down opponent's pin. 
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COi'IBiVT CuM'ES 
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Combat gar^.es ax^c a fight or struggle in which one or nore players tiy to 
achieve inastory over an opponent, for example, hitting hin, throvring hin to 
the ground, or keeping out a designated area* The principle and final objec- 
tive of each player is to achieve masteiy over his opponent. The games of thiu 
class arc in four divisions, 

p ivi sion One^ _ ^ I'i-PJ^. Chai^girif; Garnos^ 

In this division, a nan charges against a line formed by other players, 
and tries to force his vjay through the lino. In some games only one or two 
players charge the linoj where as other games, one whole team may charge a 
line made up of another team. 

Hitting the Line 

Players are two teams, Cno team forms a straight line v;ith hands joined. 
One player from the other team* tries to break through the line* Ho is allowed 
three tries and may climb over, crawl under, or break through the hands. If 
he succeeds in breaking through, he scores one point for his toctm. Then the 
second teari forms a line and the first team sends a player to break through. 
The two teams alternate until everyone has had a chance. The team vdth the 
larger nur;ber of successes is the Tanner. 

Hox^ e I Buy, Here I Bake 

This game is Bull-in-the-Ring with an element added* All players join 
hands firmly in a circle except one who is the Bull inside the circle* The 
bull touches a pair of hands, saying "Here I Buy." He moves to a second pair 
of hands and touches them, saying "Here I Bake," then a third pair with the 
words ^'Here I Ifeke VJedding Cake/* Suddenly he lujiges at a fourth pair, 
saying "Here i Break Through," If necessary he repeats process uiitil Bull 
breaks through, and when he breaks through he is chased by others in ring* 
The two players V7ho are holding hands v;here the bull breaks through do not 
run. This is to prevent the bull from escaping so easily. 

Chain Bx;;eak 

One teaii joins hands in a circle. The other team joins hands in a seccnd 
circle within the first. The outer team faces inward, the inner team, outward. 
At a signal, the outer circle moves in a clockV'jise direction and the i:incr 
circle m.oves in the opposite direction. At a second signal both circles step 
moving, the m.en of the inner circle drop hands and attempt to crash through 
the outer circle. At the end of ten seconds a third signal is sou:ided; all 
stand still and one point is given for each inside player vho has escaped. The 
teams form again vrith position reversed, the game is repeated and scores com- 
pared. A i^ound is considered when both teams have had a chance to brea]< through, 
the other team. Play three rounds and total up the scores. Te^ajn vdth the most 
points is the Tanner. 
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VarijiJ/ioii (Chain Break) 

Playory can bo divided into three or r^ore tca::i3 instead of t\:ou Cixc toc^i 
for '3 imior circle, i/hilo othcrG forn outci' circle. Toans ta;:o turns in the 
inner circle ojid GcoroG are conparcd* 

I4ilP ^l^^i^l^U- Crash 

Playerc of t::o toana face each other on hands and knces^ shoulder to 
shoulder, :^ach toan tries to break through the other line and at the sajno tiir.e 
;:oep the opponents fi'on breaking their o\n line. Craulint; and subriorf^iny are 
lo^iral, but all players nust keep ha];ds and ]:nccs on the ci'^^ind. At end of tv;o 
minutes, tcajn vith nost r.on broakinrj through is the winner, 



Diyi^sioji Tv:o: ^ Wrestling and oparrinr:_Ga'nos 
In this divisio!! a player r';ay strike another, throw or unbalance hiii. 

All players are wathin one large circle, each v;ith a toy balloon hangin^>; 
to a string tied to his v;rist. The players arc in ti/c distincuishable toaJis 
and continues until one team is entirely eliminated » 

Tail Fijdit 

All players are in one lar^e .'circle, each 'jith a piece of cloth hanfjinfj 
from his bolt in the back. The cloth r.ay not be tied on the bolt but under it. 
At a sicnal each r.an tries to snatch the cloths fron the belt of the others. 
Vilion he loses his cloth he leaves the gai^.Cy which continues until only one nan 
is loft. 



Am's Lenn:th Tar: 



T"^7o players stand facing each other v.dth their right arns 
\""' ""'l stretched out vatlnout bending. Each tries to tag the oth.or 

{l^ :;ithout being tagged hijnself, Touchiiag each other^s hands 

; does not count. The score is 21. 

iUnr, ShouWer Shove 

Two contestants enter the circle, fold arns and raise the 

; ' \ left foot. The object is to shove the other out of the 

; . '"I ' circle or cause h^n to droo his foot. 
6 ft. pircle 

Division T hree; F ir>ht-fQr-Q_b.jcct Games 

In the ganos of this division, players struggle to secure possession of an 
object or to rcove it to a certain place. 
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CCIIBAT aiiKs 



?iopo ilush 




PlnyerG arc in Uro to£in3, each bohind one of tuo parallel goal linoc about 
3C feci apart. Iliduay bct'jccn tho lines a heavy rope is placed on the ground 



perpendicular to tho linos, and vdth the middle of the rope clearly mrkod. At 
a signal, all rush for the rope, f;ra3p it and start to pull, each man pulling 
to;;ard his ov/n base lino. If either torn pulls the roiddlo of the rope over the 
goal lino within tv;o minutes, that teaja is the uinnerj if neither teo^n succeeds 
in doing this, tho vrinner is tho team with the middle of tho rope nearer its 
{^oal at tho end of two minutes. 

Sack rxish 

Two tea^is fom on parallel goal lines about 50 feet apart. I^adway between 
tho Roal lines is a hca'/y sack filled with old paper and firmly tied. At a 
signal all rush for the bag and each team trios to carry it back across their 
own fjoal line. Players may try to advance the sack toward their ovm goal lino 
or engage tho enemy toara so as to keep it ^ror ad^'anr^'ng +ho sack. 

Ball Fight 

Tt'Jo contestants stand facing each other in a sr>: ft, circle. 
They place both hands on and around a basketball or soccer 
ball, hold chest high bctvrcen them, Cn signal tliey try to 
take the ball away from each other or to force tli'-? rn t.onmi. 
to step outside the circle. All tactics arc fai r oy^u^ii 
unnecessaiy roughness. 




Corner i.'at - Rush 



Players arc in four teams, each in one of tho corners of tho gyrinasium. 
In tho center of the court are four small gy::-a'u'isium r.ats, each assigned to one 
team. At a v^dgnal, eacli team rushes for its mat and tries to take it back to 
their own corner. The first teaii to arrive with the mat is the vrinner. Players 
m.ay work on advancing his ovm m.at or on hindering the opponent. 

Do or y^io 

Divide players into two groups and bunch then about feet apart. G-'.vo 
the captain of each team a folded slip viith insti^uctions ^irittcn on it. On 
signal the captain opens his slip and reads it to his team, and they ii-inediatel v 
attempt to carry out tho orders. For example, one slip might read ''Leave th>^ 
icoor;'' and the other team's slip, '^Don^t let anyone leave the room.^' 

The following orders may be suggestive: 

Climb on the platform 
Don't lot anybody clLmb on the platform 
Sit on tho floor 

Don't let anybody sit on the floor. 



6 [ft. circle 



Team 1 - 

Team 2 - 

Tea:- 1 - 

Team 2 - 



^ Division Four: Fight for Position Gardes 

Tko ']:jnes of this diviL\:n on those ir. whioh men ^rasp - Iviors jnd try to 

force th " to no\ 2^ thov m,ay try l eject ":hc others Ir.m a ■ortr.i.i; area, to 

Q push or M the' acrov:^ a certain lino, -.o "".rco "'^ori i: o a^' ^ '^oa cr-^ 
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I^acto^r of the Rinn 

All j)laycrc^ stand on a lar{;o [^r.nasiuj-n mi, or iritliin a circle or rcctanfjl 
r-arkcd on the floor, with arms folded on choobs. l^ach player trios j by bucking 
arid puchinc, to eject any one of the others fron tlio nat. One viho touches the 
floor off the r.at^ or falls or unfolds his anas loaves th-j f^ar.o. The {],a}(\o con- 
tinues until only one nan is left. 

Ditch Tan 

Tt:o teano face each other separated by a line on th.o floor beti;oon Uicr:, 
At a signal, players of each tcora reach over the line and try to {j;rasp the 
opponents and pull then over the line, il player is caught v;hcn his body is 
cor.plctoly over the line and touchintj the floor on the opposite side. Any niir;- 
bcr of r.on nay ccnbine against one opponcit or pull a teairjiato v'ho is in the 
;;rasp of an opponent. '.Hion a player is over the lino, ho leaves the cajr.e. 
Gar:o is played for 2 ninutcs. '/inner is detcn:ined by co mtin[; tlic survivors 
at the end of this tir.c* 

Y'l£i2i3ili2 vDitcli Ta(j) 

\'i]i.cn a player is pulled over the line he beconcs a ncnbor of the opposir.c 
tcOT and play continues until all are on one sidc» This forn of the gc-r-^.c is 
illogical and provides no sound nethcd of scoring; nevertheless, it provides 
vif;orous and fascinating activity. 

Free lAf t 

The players novo about the play area as they uishr On a sigrial each playe 
tries to lift another player so that both of his feet are off the floor. A 
player once lifted is out of the gane^ Players iivay help each other. The last 
player left is the vanner, 



Delo^; is a list of other cor.bat [;;a:^.es that can bo used for the intorncdiat 
pradcs: 

Badge Pull (Collar Full) « IJivision Four 
Done of Contention - Division Four 

Cod: Fif^^ht (I'ancaroo Fir;lit, Duck Fir^ht) - Division. Four 
Grab Figiit - Division Four 
Four Square Tug - Division Three 
Indian Hand "restlo - Division T^/o 
Indian Leg Drestle - Division T\:o 
Poison Fight - Division Four 
Hide the F.ail - Division Three 
Tire "restling - Division Tuo 

3^ p 



:^;PLOKIfD WITH H0CP3 - ADVAIKHD 



Roll hoop around v;aist, kneel and stand without stopping roll. 

Roll hoop around waist. Continue rolling hoop whilo moving it up body 
to neck, roll around neck^ thon back dovm to waist. 

Roll hoop around neck. V;ithout interrupting roll, novo hoop gradually 
up ana held over head, to vrist, thon back down to neck. 

VJith arm hold over head, roll hoop around v^rist, work hoop to fingertips, 
toss into air, catch on other am without interrupting roll. 

Use a Hoop As Junp Fiope 

a. Swing hoop alternately f onward and back^iard. Jur^.p the hoop as 
it swings alternately fon^;ard and backward. 

b. Swing hoop f onward in complete circles and jiirip, Svdng it 
backvrard in conplete circlCj jumping backward. 

c. Hold hoop to one side. Swing complete circles sideward and ju^.p 
sideward . 

Individual Stunts V/ith Hoop 

a. Roll hoop to a given point by steering it with one hand. 

b. Spin the hoop: Hold upper rim loosely. Put hoop into rotation 
around its vertical axis, 

c. Spin the Hoop and Run: Put hoop into rotation around its verti- 
cal axis and run around it and catch it before the spin dies 
dovm , 

d. V/ho can run faster than the hoop? Start it rolling and try to 
out run it, 

VJho can run around it and irrjnediately drive it on? Same action 
as above, but when on other side of hoop use hand to push it on 
again • 

'A Hoop and T>70 Partners 

y a. Partners face each other and try to roll hoop to each other. 
Distance betv:een partners may be increase as skill improves* 

b. "A^' rolls hoop tov/ards ^'B" "B" straddle jur.ps over rolling 
hoop - about faces - catches it. Repeat, "B" rolling to ^'A''. 

O ^ 

/rex 'U^'^^"o~. 
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EXPLOKIKG MVIll HOOPS - Au7ANCED 



A Hoop and Tr-zo Partners (continued) 

c, "A" rolls noop, "B" runs obliquely toward hoop and leaps it 
with a scissor style jujmp over the rolling hoop without inter- 
rupting its course, q 

d. ^'A'' stand on outside of hoop while "B" stands inside hoop. As 
"A" jumps into hoop "B^' must jump out backv/ards. Then "B^' 
jumps in foivard \/hile "A'' jum.ps out backwards. An interesting 
game can develop by hovr rapid each one jumps. 
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Froe or Floor Exercise 



Free exercise can bo a very spectacular, creative, and artistic event. 
It combines flexibility, agilityj and strength in a oontljiuous pattern i 
of movemontj it is planned in a design that is flowing and pleasing to u 
watchi Free exercise combines ballet movements, tutabling, and other move- 
ments which do not belong in either catagory* It affords creativity and 
artistry on the part of the performer, and allows for Individuality. It 
must have design, be held within boundaries of a specified space, and 
allov? for freedom of individual experiaentation. 

A free exercise routine should include tumbling, ballet, some floor 
free exercise skills, some standing skills, and some aerial skills^ These 
must be continuous and flow easily from one movement to the next* Com- 
positions for girls stress dance moves} compositions for boys contain 
less dance but does add moves of strength and pov7er. 

A suggested teaching sequence for progressing to Free Rxercise 
include 31 

1, Tumbling 

2, Agility moves 

3, Flexibility moves 
U. Balancing 

5. 3allet moves 

6. Strength moves 

These moves can be further defined ass 

1, Floor akills - those performed on or near the floor 

2, Standing skills - those movements which are or start from a 

standing position 
3* Invert>ed position skills - all tumbling movements 
h. Aerial skill - those moves in which gymnast leaves floor 

Strength or povjer skills - those moves in which the boy gymnast 
holds a static position or exerts power as in a press • 

After these type of moves are learned they are then combined into a 
composition. Routines may be performed to music, 
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FRISBEE 3ASEDALL 

Frisbee baseball is played as regular baseball with the followinff 
xcoptions: 

1. There is no pitcher, A player may play in the pitcher's 
position but acts as an extra infieldcr, 

2. Batter throws Frisbco and runs bases, 

3. If runner leaves base on a caught long Frisbee fly, he 
must return to base* 

U. If Frisbee is throvm home before runner returns to base, 
runner is called out. 

5. V/hen played on court: 

a. Cver the fence is a home run. 

b. iio more than nine players 

6. V/hen played in the street, on a parking lot, or in the 
fie Id: 

a . Establish an automatic home run line* 
b. May use more than nine players 

7. '^o buntinp, . A throvm Frisbee must go past the pitcher's 
mound, 

6. Cannot go past home plate - this counta as a foul. 
9, Four fouls are an out. 

10. -io strike -outs . 

11. Runner can be hit by thrown Frisbee for an out, 

12. On an overthrow in fair territory, a runner may advance as 
many bases as possible at own risk. 

13. Cn an overthrow in foul territory, runner may advance one 
base at own risk. 

lli. '!o stealing 



''ames of Originators 



Mote : 

The five ori[;inotors of this ^^ane are pupils from Hillendnle 
Elementary School. Since children enjoy developinfj new games, teach 
should stimulate them to be creative in devising new activities. 
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PUN WITH INNER TUBES 



Rolling Fun 

1, Roll a tube to a lino and back. See who can do it in the shortest time. 
With two or more tubes, compete in a relay race. 

2. Push a tube to roll It for distance. Or while the tube is still rolling 
another person can try to throw a ball through the middle of it^ hit it 
with another rolling tube, or divo through it. 

3- Roil a tube rather than throw a ball for dodge ball. 

h* Roll a tube instead of a ball for boundary ball. 

5* Mount an upright tube from a box or another tube that is horizontal, and 
^'ride" it forward. Larger persons can mount the tube while rolling it 
ahead of them. 

6* A person crouches inside an upright tube with his legs astride the tube. 
By pushing on the tube with his hands or body ho Chn move it foivard. 
Ra:jo against the clock or other tube "dr:'.vers. '* 

7. Push a tube to make it roll between two objects such as chairs, card- 
board boxes, or bowling pins. 

8. One person holds a tube upright. Another person trios to make it roll as 
far as possible by hitting it with his hands or shoulder. 

9. A person curls up in the middle of an upright tube. He can then be 
rolled in a relay race or down a gentle slope. 

10. What games can you invent, using the iube as a wheel? 



Bouncing Fun 

1. Stand on a horizontal tube and junp as far as you can. It helps if 
someone holdvS the other side of the tube. 

2. Two or miore persons hold hands and jump on a horizontal tube. Eliminate 
each round the person who loses his balance first to determine the vrin- 
ner. To increase the difficulty move around as you bounce or stack two 
tubes. 

3. Stack two or more tubes. Persons sit astride the top tube and "rido'^ it 
by moving forward as they bounce. 

U. Stand one tube upright on a horizontal tube. A person on each side holds 
the upright tube. Another person jumps on one side of the horizontal 
tube and leapfrogs over the upright tube. If the jumper canH clear the 
tube, the side persons can release it to cushion his fall. 

5. Tie several tubes together and cover with tumbling mats. Uso for high 
jump pit cushion or gymnastic platform. 
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FUN WITH INNER TUBES 



Bouncing Fun (continued) 

6. Stand on the inside rim of an upright tube, hold on to the upper rim and 
bounce the tube forward like a pogo stick, Or see how long you can 
balance in this position without putting a foot on the ground, 

7. ^'(hat bouncing gme^ can you create with the tube? 



Other Fun 

1, Run to a horizontal tube from a starting point, jump into the middle of 
it; and cravrl under the tube and run back to the starting point. Race 
against the clock or use several tubes in a relay race* 

2» A person runs while in the middle of a horizontal tube cither with it on 
the ground oi' while earring it, 

3. As many persons as possible sit on the rim of a horizontal tube with 

their feet in the middle of it, At a signal all scramble out. Last one 
out is eliminated each round to determine the winner. Increase the 
difficulty by having everyone scramble out and back in. Or stack the 
tubes two or three higl., 

U, Use several tubes for an obstacle course. Walk around the rim of one, 
crawl under or through another, Jumip completely over another, and bounce 
from one to another. 

5» Play follow the leader with several tubes. 

6. Flipflop a horizontal tube to a line and back. To increase difficulty, 
do this while standing in the middle of a tube. This means that after 
one has looped the tube over his body he will have to climb back into 
the middle of the tube to repeat the process* 

7. V/hat other things arc fun to do with the tube? 



ERIC 



31h 



HOP scarcH 



Definitions 

li A H opi^inR Pose is one taken v;hon all the weight is on one fcot and no progres 
is boin;;; iiiade. 

2i ii Ih^o io the act of making progress froiir a starting pose vath all weight on 
one foot to a finish pose v/ith all weight again landing on that same foott 

3i A iySiIl tlie act of making progress from a starting pose vdth weight on one 
or both fectt During the act, there is an instant when neither foot is 
touching the grounds From left foot to left foot is a Hop. From left foot 
to right foot or vice-versa is a Juiap and io not pennissiblo* 
L "t^ho act of raking progress froni one foot to the other while at no 

time are both feet in the air at oacco Cue or the other foot is constantly 
in touch with the grounds 

RULES 

Startinr^ Pj^pitipn 

Contestant shall stand in hopping pose on one foot beyond the baseline of 
court \ath puck in one hand* In tournaraents which consist of two rounds of the 
eleven stur^.ts, the first round must start £voa right foot, the second round from 
left foot. 

Stunt Ho. 1 

a. Toss or drop puck into square IJo. 1. 

b. Hop into square No. 1. 

c# Take any nuinber of hops in square \nthout touching any line vath hopping 
foot or any other ^art of the bod;/, before, during or after touching puck 
in square ^ath hopping foot only. 

di Kick puck out of square over and beyond baselinod 

0. Finally, hop out of square over and beyond baseline. DonH step out. If no 
error has been rvade, proceed to Stunt Ho. 2. 

Stunt I!ot 2 

a. Frora starting position, toss puck into square Ho. 2. 

b. ifop into square Ho. 1 and then into square Hoi 2. 

c. Take any nu:;!ber of hops v;hile moving puck to a good position in square !Io, 2, 
and then kick it directly out beyond baseline. 

d# Fiaally, retrace course outvard by hopping Into square Uo% 1, then hopping 
beyond baseline. If no error, proceed to Gtunt Ho. 3. 

Stunt Ho. 3 

a. From starting position, toss puck into triangle Mo. 3. 

b. FroiA this position jump into squares landing vdth right foot in IJo, 1 and 
loft foot in Ho. 2 at the same time. 



HCP SCOTCH 



c. Janp from both feet and lind 0!i either loot in trianglo ^io. 

d. ready, after pus'ning or sliding puck v;itli hopping foot, kick puck tov/ard 
or beyond basclino. If it stops in a oquaro of cmllor nurribor without rosting 
on a lino, it r.iur>t bo retrieved as follows: 

0. ncturn by jiiniping into squar'es 1 and 2 vdth right foot in No* 2 anl left foot 
in ;io» 1 at the smc timei If puck has reached Mo, 1 square, raise right foot 
and, while hopping kick puck out v/ith left foot* If puck reached IJo, 2 square, 
raise left foot and kick puck over baseline while hopping on right foot* Then 
hop directly beyond baseline. If no error, proceed to 

vStunt ilo# I; 

at Frc.i starting position, toss puck into triangle I!o« 

b. /advance as in Stunt 3 to trianrle 3 and hop into triangle 

c. Retrieve puck as in Stunt 3» 

d« Hop into 3 and return as in Gtunt 3. If no c3rror, i)roceed to 
3tunt :'o, 5 

a* Fron starting position, toss puck into triangle I!o» 5, 

b. Advance as in 3tunt h and hop into triangle i!o# 3, 

c. iietrieve puck and return as before. If no error, proceed to 

Gtunt iiO# 6 

a. Fro..\ starting position, toss puck into triangle Mo. 6# 
b# Advance as in Gtunt 3 to I'lo. 3« 

c. Jump to alight vath right foot in triangle h and left foot in 5 at sane time 

and jiuiip from loth feet to land on one foot in triangle 
d« Retrieve puck as before 

0, Return by jumping to alight v/ith right Coot in 5 and left foot in 1^ at the 
sai/.e ti.ic, jump into 3 with one foot only, jump into 2 and I ;ath right foot 
in 2 and loft foot in 1 ^t the sam.c time and jump out beyond ba-selino to land 
on one foot. If puck v;as kicked only to iJo, raise right foot and kick pud; 
further out v/ith left foot v;hilc hopping* If in TIo. 5, retrieve it v/hile 
hopping on riglit foot. If no error, proceed to 

Gtujit ;^o. 7 

a. Fro.M starting position, toss pv.ck into rectangle ilo* 7. 

b. /advance as in Gtunt i!o. 6 and juLip to land on botli feet at same time in 
rectangle 7» 

c. '.'all: about in 7, moving puck vath foot or feet along until in position to 
retrieve it by kicking it out over baseline or into a space of srraller number^ 

d. Take hopping pose before kicking pucl: and return by hopping into triangle 6, 
and continue out as before. If no error, proceed to 

Gtunt Ho. 8 

a. From starting position, toss puck into semicircle iio. 0. 

b. Advance as before to 7 nnd v;hen ready to progress to space 3, raise either 
foot and hop out of rectangle into semicircle, landing on one foot. 

c* Fctrieve puck as before. 

d. Return by ja-uping to land on both feet at x.he saiae tii.ie ir rcct'-.ngle 7 and 
'..'hen y wiy continue as in Gtunt 7« If ^lo error, prc.;eed ■ o 



HOP SCOTCH 



stunt Uo. 9 

a» Froa starting position, toss puck into arc Mo# 9^ 
bt Advance as in Stunt Uo# 8 and hop into Ho. 9* 

Cs RQtriove v/hile in hopping poaition by picking up the puck by hand from arc 

Wo« 9» Do not allow a fingor to touch tho ground. 
d# Return by hopping into semicircle and continue as in Stunt l!o« 8, carrying 

pucic in handt If no error, proceed to 

Stunt No. 10 

a# From starting position, toss puck into arc IJo# 10, 
b# ;idvance as in Stunt No. 9 and hop into arc Ho# 10. 

c. Pick up puck \/hile in hopping pose. 

d. Return by hopping into No. 9, then hop into semicircle 8 and return as 
before, stopping for a few seconds, rest on both feet in No. 7# if desired 

Stunt Ho# 11 

a« Frofa starting position, without tossing or cai^rying puck, advance as in 
Stunt 8 to semicircle. 

b. Jump to land on both feet at the same tiine vdth right foot in arc 9 and left 
fooot in arc 10. 

c. Jump about face and reverse position of foot (left foot in arc 9t right in 
arc 10.) 

d» Return by jurtiping to land on one foot in semicircle and continue out accord- 
ing to Stunt Mo. 8. 

FCULS, ERRORS, OR MISSES 



Tho follovang are penalized by loss of tui^ns: 

1. Tossing puck while not in proper hopping position back of baseline. 

Loaning over baseline is allov.'able. 
2» Puck, on throw, comes to rest so that a vortical line dropped from any 

edge of puck Intersects one of the court lines. Puck is not entirely 

in designated space. 

3. Puck, on kick, comes to rest so that a vertical line dropped through 
any part of it touches a court line. 

4. Puck, on kick, passes out of court over a side line, not the baseline • 

5i Touching any court line with foctv;ear or coming to rest on a foot so that 
a vei^tical line dropped through the footwear would touch a lino. 

iu Touch a finger or any part of body except foot to floor when playing or 
picldng up puck. 

7. Taking a step \;hen play requires a jiimp or hop. 

8# Taking a ju:np when play requires a hop. 

9» Any irregularity in progression ae judged by the umpire. 
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l^D[E:l HOP SCOTCH 



Variation 1 

Toss the heel into 1 and hop into 2 over !• Heturning hop into 1 and kick tho 
heel out of the court, and hop outt Toss tho heel into 2$ Hop into 1, over 2 
and into 3» Return by hopping to 2 and kicking heel out of court through 1, 
then hopping into 1 and out. Continue this procedure through tho ninth block* 



Variation 2 

Toss the hocl into 1 and hop into 2 over 1 and continue hopping up to 9» Return 
hopping to each block, stop in 2, pick up the heel in block 1 and throw it out 
of the court beyond 1« Than hop into 1 and out of courts Continue this pro-- 
ceduro through the ninth blockt 

Stunt 1# Stand in front of 1 on one footi Toss a rubber heel or small stone 
into 1« Hop over 1 into 2 and pick up heel from 1 and throv/ it out beyond 1. 
Then hop into 1 and out of court ♦ Stand in front of 1 again and throve heel 
into 2# Hop, into 1, over 2 and into 3» Pick up the heel from 2 and throv/ 
it out beyond !• Hop into 2, 1 and out of court. Continue this procedure 
through the ninth block, 1/hen heel is in 9, the player hops over 9 and out of 
the court, picks up the heel from 9 and throws it out beyond li Hop into each 
block as before. 

Fouls. a# Heel throvai into wrong block* 

b. Heel I'^stinf; on a line. 

c. Heel not passing over block 1 v/hon being tossed out of court. 

d. Player hopping into the saae block as t!^e heel. 

e. Fingers touching the ground when picking up the heel. 

f. Foot touching line of the diagrai-i. 



A, 

i 
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QirsTioi! I Lira; Hcr oCOTCH 



The diaft^'^^^ I is dra\vn on the floor or ceipont sidev/jall: and the first playci^ stands 
in the circle tiian h^^ps into each block of tho question i.iark and roturns, jumping 
two feet into the circle. If successful, tho playor place his initials in tho 
block in the saiae manner as in Snail Hop Scotch* /ill rules for Snail flop Scotch 
are observedi 



The diaGi'<^'- should have ^ibout twelve or fifteen blocks for third grade children* 
Vary according to the ago group* 



Blocks 15^' \^de, 12'^ hifh 
Circlo 15 diataoter 




3:LiIL HOP GcarcH 



The diagra.;: is Jrava^i or paitibcd on the ce»:,ent 3idev/'3.1!c and the players in turn 

hop aroiuid to tiio space i marked "'Pi'ST'' 
"without touching any lines of tho court* 
Tho player ;dll rest here on t\;o feet, 
and tl'ion hop back to starting place. If 
a Guccosnful trip i.s fnado, tho pD.ayer .ny 
place his initials in anj"- block exceptin[; 
tho •^UZc/l" block. The follovan;;^ players 
hop into every block excoptinf; those 
having initials, follo\dng tlio sa/no pro- 
cedure as the first player. Za.ch player 
:.vay rest in the block tliat has his 
initialso 

Fouls* a* To step on a line of the 
diagran 

bo To put both feet on the grounc 
\;hile hoppin,.'> 




Circle 15- I.l). 

Use 10 blocks, eac!^ about 20'' vri.de at 
outside circujiference* 
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Individual Events 



I. 60 Yard Dash 

A# All children in each weight or age class shall run at one time or by 
heats • 

B, The starting position the children desire to use is optional* 

C. The running lanes should be three feet wide, 

D» Any runner who runs out of his lane is autoraatically disqualified, if he 
interferes with another ininner* 

E» Races may bo started with a whistle or gun. Children should be taught 
that a second v;histlo or gun shot means stop and return to starting line# 

II, Cross Country Run 

A a Players - Six to ten per team 

B. Distance - h mile to h inile 

C. Course - Establish a course with no ground or traffic hazards* Mark 
off course with lime or white and red flags. Instruct runnors to keep 
white flags on right and red flags on left side* Wake sure the start 
can be made vathout pushing or crowding* 

D* Procedure - V/alk participants around course to familiarize them with it 
Alternate the positions of the schools on the starting line. Place 
station inspectors at critical points to direct the runners* 

E. Scoring - Award points for order of finish* Low team total wins. 

F. General - It is important that the children be properly trained and 
motivated. It is also important that care be exercised on hot days. 
All runners should be completely free from any health impairments. 

III. Standing Broad Jump 

A* A "crows hop" or double jump is illegal and both feet must leave the 
ground at the same time* 

B. Three jumps will be allowed each contestantj the best of which should cn 
be measured and recorded- 

C* That part ox the person which touches the ground nearest the juriping 
board is the point from vrhich the distance is measured* 
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D* Jumpers nay stand on but not go boyond tho front edc'^ of a jumping 
or line. Violation of this t'Ule nullifies tho imp* 

IV. Standing Hopt Stop and Jurap 

A. The take-off inust be from one foot. 

B. Three Jumps vdll be allowed each contestant, the best of wh:loh should 
be measured and recorded* 

C. That part of the person which touches the ground nearest the starting 
point is the point from which the Jump is measured. 

Di Jumpers may stand on but not go beyond tho front edge of a jumping 
board or line* Violation of this rule nullifies the jump. 

V* Throwinj^ f o r Distance 

A. A predetermined typo of ball such as a softball or football will be 
thrown by tho contestants. 

B. i:ach thrower will be allovred three throws, the farthest of vMch will 
be marked or measured and recorded. 

C. To be a legal throw, balls must land within a 2h foot lane or width of 
dash track. 

D. Stopping on or over the restraining line constitutes a foul. 7he throw 
will not count. 

VI. Throwing for Accuracy 

The following suggestions are for competitive play. In classwork the throv/- 
ing distance or the number of throws may have to bo regulated to meet the 
situation* 

A. Target - 15" car tire--Suspend tire with rope from backstop or hard 
surface fence at a height of about four feet. Tire should be extended 
from fence about six inches by placing a prop between fence and tire. 

B. Balls - Regulation softball s 

C. Tlirows • Each player will have ten throws in sucession, two practice 
throws and eight throws for score. Throws can be of any type or may 
be limited to one partiaalar throw. Throv;er must remain behind line 
before and after throw. 

D. Distance - Girls--35 feet - Boys--iiO feet, or distance may be adjusted 
to meet the ability of the pupils o 



E. Scoring - 3 points for any throw that goos through center of tire, 
either directly or by hitting tire and glancing through* 1 point for 
any throw that hits tiro but does not go through the centeri 

Fi Tie Score - If a tie exists, the contestants vdll throw one ball each 
until tie is broken • 

Basketball Froe Throw 

A. Any type shot is acceptable with eny type of ball* A ball should bo 
selected to nieet the needs of the students. 

B» Feet must be behind an established line when shooting* 

Ci Wiiiner is dotemined by the number of successful shots. 

Di If a tic exists, the contestants vrlll throw one ball each in turn until 
the tie is broken. 

VIII. Rill-Ups 

A. Same procedure as AAh'PER Physical Fitness Test. 
B» If individuals are extremely capable, a time limit may be imposed-. 
IX. Parallel Bar Dipb' 

A. Equipment - medium parallel bars. 

B. Description - The pupil grasps the bars and jumps to a cross rest posi- 
tion. The pupil then flexes at the elbow and lowers his body between 
the bars urVil the angle at the elbow is less than 90 degrees. From 
here, he returns to a cross rest position. 

C. Scoring - Score one point each time the pupil correctly performs the 
above procedure. 

D. Administration - The pupil may not swing, kip, or kick* The body should 
be kept as straight as possible. 

X. Push Ups 

A. Regular or modified (hands and knees) positions are used. Ability and 
strength will determine position to be used. 

B. Body must remain straight, lower to approximately three inches from 
the ground. 

C. Back bend or arch disqualifies the participant. 

D. Score for total number of push ups performed. 
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Sit Ups 

At Typo of sit-ups to bo detorminod by toachor. 

B. Do not fixate the pupils ankles. Resoarch indicate that holding thj^ 
ankle 5^ may causo injury to tho performert 

C» Score by a timo lijnit instead of a proi.nged onduranco trial* 



iiEXPErv^jivE Am hcI'Ieid:^]:; equihieitt 



Tho ideas givon belovr uero developed from a presentation by Schwartz at 
the E.D.A, Convention in 1963 and from ideas submitted by many other members of 
the elcmontaiy school physical education staff. A fe^7 ideas are listed for the 
use of each item but your program need only bo limited by youv own Lmagination, 

At Plastic Squeeze Bottles 

There are many different sizes. Collect from children, partially fill 
'/ith plaster of paris. 



B. 



C. 
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Uses: Douling Pins 

Throvrlng Targe os 
Goal Markers 



Lane Ilarkors 
Boundazy Markers 
Agility Run Markers 



Broomsticks 

Collect from children, cut to size, sand lightly, paint if desired. 

Uses J viands Combat Stunts 

Relays 



Lumjni Sticks 
"Nippsy'f or "Catty^' 
Indoor Hockey Sticks 
1/if f } 3 Bats 



Batons 
Hoop Sticks 
Field llarkers 



Inner Tubes - Tires - Hula Hoops (car and bicycle) 

Secure service stations, tire stores and bicycle repair shops. 

Uses: Rolling 

I'alking and Running Drills 
Relays 

Tube Tumbling 
Obsticles 

Tube Springing Device 



Tag Games 
Targets 
Tug-of-V/ar 
Hurdles 
Tube Discus 



Newcomb 



D. Clothes Line 



Uses? Jump Rope 

Boundary llarkers 
Hat Ties 



JUiiip-the-Shot 
Target Holder 
Lane Markers 



E. Ladders (Step &nd Extension) 

The custodian can indicate vhat ladders could be available for your use. 



Uses; Chinning Bar 
Climbing 

As Horizontal Ladder 



Balance Beam (on edge) 
Stunt Bars 



F. Sav Hoi^ses - Stop Trestles 

The 10" stop trestles used as outdoor traffic barriers malce excellent 
high balance beams by nailing a 2 x U to the top. 
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F. ^au llovQOG - Stop Trestles (continued) 

Uses: Balance Dean Vaulting (cover uith mats) 

Parallel Dars (2) 

G. Desks - Chairs - Ironing Boards 

Uses: Exorcise Table Balancing 

Relay Goals Chair Stunts 

Vaulting Box 

H. Logs 

Slso and vrcight should vary accord'' ng to age, size of pupils and use, 
o*g,, 6" ^9" by 8«-10i or l^^ 

Uses: Teajn Exercises Ilarching Drills 

Canning Races Log Passing 

I. G:>Ti Scooters 

Use old desk tops, to 3A'' board l8^' x 2h^' - plastic snivel castors - 
old laun hose as b'jnper. 

Uses: Relays Contests 
Single G;>an Ganes 

Double 

J, Cardboard Boxes 

Different sizes, food and department stores. 

Uses: Targets (balls and beanbags) Hockey Goals 

Storage Bases 

K. Old Soccer, Volleyballs, Playground Balls 

Stuff v/ith rags for medicine balls. 
Cut in half for bases, markers. 

Use playground balls for patches foi' medicine balls. 

L, Other items vrhich can be used in the physical education program. 

'/aste Baskets - Targets, Markers 

Beach Balls - Volleyball, Target Gcianes 

Stilts - Games, Relays 

Tin Cans - Targets, Markers 

Pogo Sticks - Practice, Relays 

Bean Bags - Have FTA or Mothers Club malce these 

Garden Hose - Rings, Batons 

Plastic Game Equipment - Bats, '.Riffle Balls, Scoops, Targets. 
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stuffed Sock Ball 



Materials 1 a sock or stocking, rags> rubber bands or tape 
Directions; 

a. Stuff toe of sock v;ith rags to desired ball size, i.e*, softball 
size' 

b» Close sock with rubber band near the ball. 

c» Fold rest of sock back over ball and again fasten with rubber 
band. This will make a second layer of sock over ball# 

d* Continue folding rest of sock back over ball and fasten ^iith 
rubber bands or tape until length of sock is depleted^' 

e. Stitch edge of last layer of sock ball cover to layer beneath 
it to hold ball in tactt 
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Vfound Ycm or Pon-Pom Ball 

Hore are stop-by-step directions for making 
a pon-pom ball, Uso knitting yarn for lighter- 
weight balls or carpet yarn for heavier-vjeight 
balls • 

1. Cut out two equal cardboard disks from 
two inches in diameter to five inches in 
diameter, dependliig on the si^ie of the ball 
you want— the larger the disk^ the larger 
the ballt In the center of the disks cut 

a hole from one-half inch to two and ono- 
half inches in dianetori depending on the 
size of the ball — again, tho larger the 
holo^ the larger the ball, 

2, Place the flat surfaces of the two disks 
together and wap the yarn around the tv:o 
disks from inside tho hole over the outside 
edges. Continue to wrap until the disks 
are covered with one layer 0/ yarn* 

3* Insert a pair of scissors through tho 
outside edge of the yam and between the 
two cardboard disks • Do not have the scissors 
go all the way down to the yarn nearest the 
center of the disks. 

h* Continue to v^rap yarn around the disks 
from inside the hole to the outside edge un- 
til you can stuff no more yarn through the 
center hole» 

5* Cut the yarn that goes around the out- 
side edge of tho disks with the scissors so 
that the two pieces of cardboard can be spread 
apart; then remove the scissors • 

60 Tie a strong piece of string very tightly 
between the cardboard disks and around the 
yarn that goes through the ctmter of the card- 
board disks. Make sure the knot is securo. 

?• Cut away the cardboard and trim the ends 
of the yarn to the desired length* 
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Yarn luff Ball 



Noodt 



Plan: 



Pattern: 



3 colors of h ply \?orstod ;;ool yarn 

2 No. 6 needles - single pointed 
12 to lU nylon stockings 

Ball is made in 9 joiriod sections of 

3 segmented colors, then sev;ed together 
\7ith a darning needle after stuffing \;ith 
stockings. 




Cast on 32 stitches i 
Cast off first stitch 
Turn cast off first s 
Continue until 16 sti 
been cast off on each 
Break yarn. 
Take second color and 
stitches, knit across 
other end. Turn cast 
of the end, put the 1 
then knit it, (pull 
Turn cast off first s 
16 stitches remain on 
Break yarn, 
Take 3rd color and re 



n first color. 
, then knit across, 
titch, then knit abross, 

tchos are left on needle and 6 stitches have 
side. 

starting at first cast off stitch pick up C 
16 left on needle and pick up 8 stitches on 
off 1st stitch, knit to within 2 stitches 
east stitch over the next to last stitch, 
starting end tightly) 

titch, then knit across • Continue until 
needle . 

peat as for second color. 



Do this sequence until there are 9 sections • 
Fasten all ends secui^ely. 



Stuff \;ith stockings by rolling them up into a ball form and stuff 
in the opening. Sow the first and last section v:ith over cast 
stitches. 



Comr.ent: Casting off last stitch of first knit row of each color makes it 

possible to have 16 stitches left each tirie, yet add the new color 
at the same end. These ends then are tied in an interwined manner 
to make the end very secure with no hole visible. 

These balls may be washed in a regular washing machine but to retain 
their roundness should be spun dried and dried in the dryer sucli as 
at the Laundry- mat. 



Side View Top View 




KICK^IALL RULES 



!• Tho Gaiuo— -played by two teams of nine players each 

II* The Object of tho Game--To score runs by kicking a feir ball and running 
successive bases, first, second, third, and lione without being put out; 
runners may stop on any base and runners scoring must touch regulation home 
plate. 

III. The Field—The diamond shall be ^0 feet on each side of a square. The 

pitcher's box shall be 30 feet from home plate • The batters box shall be h 
feet wide and 3 feet long with a regulation plate inside. 

IV* The Ball--Hubber volleyball or yellc:; kickball 

V, Playing Rcgulations--Rules of the Axnateur Softball Association of America 
shall govern the play of this game with the exceptions listed below: 

A. A game shall consist of four innings or a time limit of U$ minutes, llo 
new inning shall start after h$ minutes unless game is tied. 

B. A legal pitch begins when the pitcher is facing the batsman with both 
feet squarely on the ground and in contact vrith tho pitcher's plate, the 
ball held in both hands in front of the body and tho catcher is in the 
catcher's box, 

C. Strikes--A strike is called when the pitcher rolls the ball over any par^ 
of the front line of the batters box or v/hen the batter kicks at but 
misses the ball; or when the batter kicks the ball into foul territory. 
Three strikes are an out but the third strike cannot be a foul ball . 

D. Ball--Any ball rolled which does not go over the front line of batters 
box is considered a ball; any ball which, in the opinion of the umpire is 
bouncing too greatly may also be called a ball. P'our such balls allow 
the batter to go to first base. 

E. Base runner must not leave base until ball is kicked. 

F. A kicker is out if she steps over front line or side lines of the batters 
box to kick the ball. 

G. No stealing is allov/ed. (A player may not steal on a viild throw back to 
the pitcher.) 

H. No running is allowed on third strike. 

I. A player may not steal home unless a play is made on any base runner 
including himself. 

J. The infield fly rule vail only be called if the competing schools agree. 
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LUi;2Y STICKS or Te '^akau (Tay Rah-cow) 




tl^VCO-AY CO-TA-0 IIS- CLTtll T/vM- YA 



The origin of the game is certainly not clear as it is variously claimed to 
have come from the IndianG of North ^Vnerlca, Pottugese sailors, and Mew 7.ealand. 
The latter may be a little closer to fact aince the Maoris have many variations 
of stick games which have been observed for close to 100 years and particularly 
since the phonetic words seem an obvious distortion of h'aorl words. 

SKILLS 

These steps Involve the following skills: 
KSY OF SKILLS 

A. Hit the ends of the sticks on the floor (vex'tical position). 

B. Hit your own two sticks together. 

C. You and your partner hit diagonally right sticks. 

D. You and your partner hit diagonally left sticks. 

E. /ou and your partner throw each other your right-handed stick, 

F. You and your partner throw each other your left-handed stick. 

G. Throw both of your sticks at the same time. (Be sure one person's sticks 
go in the middle and other person's sticks go on the outside of these.) 

H. Ult the opposite end of the sticks (not the end you are holding) on the 
floor, in front of you, horizontally, 

I. Flip the sticks in the air and catch them both at the same time, 
J. Hit the sticks on the floor at your sides. 

K. Flip the sticks at your side, 

L. Cross your arms and hit the sticks on oppoclte sides of you, 
H. Throw both arms in the air above your head» 

ROUTIHSS 

The first step (step one) ic sitnply to: 

Hit the ends of the sticks on the floor, on the word "Ka^' or count 1, 
Hit your ovm sticico together, on the word ^'Co^' or count 2, 

You ani your partner hit diagonally right sticks, on the word "A/' or count 3. 



IVhilY SUCKS 



Hit the ends of the ticks on the floor j on the word '*Co^' or count 4, 

Hit your own two c ticks togother, on the word ^'Ta^^ or count 5, 

You and your partner hit diagonally loft sticks, on the word *'0^' or count 6, 

(Repeat these as you . in^ "Me Cumi Tan Ya"; continue repeating thorn as you 

again sing "i'ia Co ..y Co Ta 0, Me Cumi Tan Ya.") This will cake up beats 

7 through 24. 

The numbers listed below are syuonomous with the counts or beatc of the 
chant as sho^Nm in 3tcp one. The letters refer to the Key of Skills above. 



Step II 


Stop 


in 


otep IV 


1-. 


floor 


l-.-i 


floor 


NA floor 


2.B 


own 


2-B 


Ol'TCi 


2«B own 




R throw 


3-^ 


V, throw 


3-G both 


4-A 


floor 


6.F 


L throw 


throw 


5^3 


own 


5-A 


floor 


4-A floor 


6^F 


L throw 


6-B 


own 


5*B own 


7-a 


floor 


7-E 


R throw 


6*G both 


8-B 


ovm 


8-F 


L throw 


7-A floor 


9-d: 


R throw 


9-A 


floor 


^-B own 


10-A 


f loor 


10-B 


own 


9-G both 




own 


ll-B 


R throw 


10-A floor 




L throw 


12.F 


L throw 


ll-B own 



12.G both 



3tep V 


Step VI 


S t cp 


) VII 


UH 


floor 


UJ 


floor 


1-L 


X armr 


2-1 


flip 




3lde 




floor side 




both 


2-K 


flip both 


2-J 


floor Bide 


3-A 


floor 




.^ide 




floor front 


4-B 


own 


3-J 


floor 


4-1 


flip both 


5-i: 


R hand 




side 




front 




throw 


4-fI 


floor 


5-A 


floor 


6.F 


L throw 




front 


6-B 


ovm 


7-H 


floor 


5-1 


flip both 


7-1" 


R throw 


3-1 


flip 




front 


L-A 


floor 




both 


6-A 


floor 


9-B 


own 


9.A 


floor 


7-8 


own 


10-F 


L throw 


10-B 


own 


£-e 


R throw 


11-A 


floor 


ll-E 


R throw 


9-A 


floor 


12-M 


throw both 


12-F 


L throw 


10-B 


own 




arme in air 






U-F 


L throw 




above head 






1 2 -A 


floor 







SUGC3STIOtI5 FOR T^ACHinC 

!• The game is played with partners, about feet apart facing in a f;lttin,*;' 
or kneeling po4;itlon on floor, 

2. Have wordr written co clasc can see them, repeat in rhythm, accenting the 
firrt beat of each rueasure until all know them. 

3. The sticks should be held loosely and, for moat step^i, in a vertical 
position v;ith hands near mid-center. 

4. No actual stick throwing should be attempted until the motion of throwing: 
has been tried with the rhythm, 

a. Start with a slov; temp. 

b. Throw v' ticks with lon(; axis vertical. 

c. Watch stick coming to you, not one you have thrown. 

d. Follow through on all throws, 

RSFERSNCeS: Journal of Health and Physical education, llarch 1956, pp. 19, 
April 1957, pp.6* 

33^: 



OBSTACLE OH AGILITY RELAY 



Team A 
X X X X 



0 0 0 0 

Team B 



10 yd, 



10 yd, 



10 yd . 




10 yd, 



-T ^■ 



10 yd. 10 yd. 



X X X X 

0 0 0 0 



■ ^ 



I' 



c+ CO 
O c+ 

CD (!) 



O 
O 

CO 



H 
a 

o 



c+ c+ 

O (!) 



Team: 8 runners 



o 

CO 

c+ 

(!) 



(!) 



c+ & 2 
p 5 o 
o o 

O 



CD 

psr 
o 



H 
CD 
CO 



CD 
CO 



Distance: 70 yards 

Equipment: Hurdles - can be nacje from any scrap lumber as long as made 
so that they fall easily. 

Rope enclosure - can be marked in other ways, but by using 
rope, mistakes by runners can be more easily eliminated. 

V/eaving stakes and marker stakes - can be easily made by 
using plastic bottles and boom handles. 

Suggestions: A. During race, place helper by hurdles and stakes to 
reset them as they are knocked down. 

B. If runner knocks down a marker stake or a weave 
stake, helpers will replace them. 

Procedure for Event: Event is run as relay, placing teams the same as 

in shuttle relay* 




SHUTTLE RELAY 



I. Team--A .shuttle relay team shall be composed of 0 players and two substitutes, 

II, Object of Relay--Each team runs a total of hOC yards, trying to finish before 
the other teams, Each runner runs ^0 yards, Length of tract may vary by 
grade , 

III, Lanes--Each lane should be 3 feet wide, 
IV, naton--The baton shall be 12" regulation baton, 
V, Proceduro 5 

A, Four members of each team are placed at either end of a $0 yard track. 
Player #1 will start, run $0 yards and pass the baton to #2 vrho will do 
likewise and pass the baton to //3. This is repeated until #8 runner 
crosses finish line, (See diagram) 

"3, Each runner must run in his lane, (Each team will have two adjoining 
lanes to use). A runner running out of his lane vail disqualify his 
team, if he interferes with another runner, 

C, Runners must keep both feet behind starting line until baton is received 
(The hand may extend over the starting line). Any runner going over 
starting line before baton is received v/ill cause Lheir team to bo 
disqualified , 

D, All runners must wear shoes to run, but spikes are not permitted, 

S, Runners should cc.rry the baton in the right hand and pass baton to the 
right, A runner dropping the baton should retrieve it and continue 
the race , 



F, 

Diagram: 



After a runner has run he should go to the side of the track and not to 
the end of the line. 



X X X X 
0 0 0 0 

Runners 8 6 li 2 



50 yds, 
33h 
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! X X X X 

1 

I O 0 0 0 

1 3 5 7 Runners 

S F 

T I 

A + i: 

R I 

T S 



TUQ-OF-VJAR 



I* Team A team shall be composed of 10 to 12 players and two 
substitutes* 

II. Equipment Use one 70 foot length of iV' (or suitable rope.) 
The rope should have the ends bound and be clearly marked at 
the center. Put throe lines on ground, each line 10 feet apart i 



III. Diagram 



^.^,^J J1.,. A A.^ Rope 



IV. Object Kach team tries to pull the center marking on the rope 
over the line onto their side. The team which wJjis two of three 
tugs shall be the winner. 

V. Procedure 

A. The rope shall be stretched out with the center markings 
even vath the center line. Players on each team shall 
stand and be ready for further commands. 

B. The start may be made with the rope on the ground and 
participants stooping or standings 

C. The starter should say, "Hands on rope, ready, pull.'^ 

D. Each player shoald secure a firm grip with the hands 
and dig with their feet. Teams should try to pull with 
a unified effort, maintaining a continuous pullt 
Children must wear shoes, and should be encouraged to 
wear tennis or little league ball shoes. 

E. Best 2 out of 3 pulls shall determine winner in composition. 
VI. Safety precautions 

A. Caution children about hap-hazard pulling of the rope 
causing rope burns # 

B. Caution children not to let go of rope after a victory. 

C. Remind anchor man not to tie the rope around his waist* 

D. Remind children that gloves may not be worn. 
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A. Objectives 

1. To ].cca^n tho ha^ic rules of westlin{;. 

2. To loarn the basic positions* 

3. To ioai^n the basic point system, 

To iQorn the basic skills of wrestling* 

B. Basic Rules 

1. VJrestlers should be classified by vreights. There should be no over 
Hatching, Example: 50 lb, class ;/restles in the ?0 lb, class. 60 lb. 
clats v/rostles in the 60 lb, class, etc, 

2. VJrostlers ai^e not allowed to do anything which is dangerous to fellovr 
wrostlers. Example; kicking, Gcre\tching^ pressure against the joints^ 
etc, (Note: keep all finger-nails short;, 

3. l/restlers are not allowed to wi^estlo in a standing position, 

Roverse when a ;.Testlor can come frora the bottom position to the top 
position and controls the opponent - 2 points. 

Escjipq - when a ;rrestler comes fron the bottom and escapes completely 
J^nliis opponent - 1 point. 

^* P^^qd^caiqnt - vrhen an opponent's shoulder blades ai^e held vrith one down 
and tlie other at a 14^^ angle for a period of one second - 1 point. 

* ]}RS£. Siiii " vjhen an opponent's shoulders are hold \;ith one blade do^m 
and other shoulder blade gcos down and touches mor.entarily and comes 
back up - 3 points* 

6, Pin - when a wrestler's shoulders aa^e held in contact with tho nat for 
Cv period of tv;o seconds. 

9> Periods - the periods length depends on the physical condition of the 
students, Tjo periods, 

C. V/arm-Up Exorcises 
!• Safety 

a. The wrestlers should go through a vigcrous warning up period to 
prevent pulling or tearing tho muscle^. 

b, Tho neck and shoulder regions of the pody are the most important 
during the warn-up period. " 

2. ?]xerciGCS - most of tho following can be done without a mat* 

cu Ti^ont and hack bridges 

(1) Feet can be on the floor and the head can bo on the mat. Thus 
O a large num.bcr can do the bridges at one t:^mo. 
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b. Push-upa 

c . Bui'^pee 

cl. Trunk IVist 

e. Jumping Jacks 

f. Pull'-ups 

g. Log Lifts 

h. Running 

i. Rope skipping and climbing 
Safety Moasuros 

1. Put all of the mats togethor. 

2. All must have cloan tennis shoes. 

3. Renovc any sharp objects - rings, v/atchcs, be Its ^ etc, 
h» Good varn-np (especially neck and shoulders) 

5. Eliminate all horse-play. 
Positions 

1. Referee's Position 

a* There is a nan on top position and a nan on the bottom position. 



(1) Man on the bottom gets on his hands and kneoa, 

(2) Han on top plvtTliis right arn around the vraist of the botton 
nan and the left hand goes on the elbow of bottom man. Top man 
places chin on the back of bottorj man. 

(3) The Khistle starts the vnrostlcrs. 

(U) If wrestlers go off the mat, they come back to the center and 
the man in control goes on the top. 



b. Teaching techniques 

(1) The referee's position can be taught to the entire class at one 
time . 

(2) The instructor teacher two people on the mat while eveiyonc 
else watches. 

(3) Next, everyone is given a partner and they do the same on the 
floor. (Ho mat is needed), 








X 0 



X 0 



X 0 



Dcnoiiitrating people arc in tho 
middle v;hilo GVoryonc else is 
around tho sides of the laat doing 
tho 33m dj'ill. 




X 0 



X 0 



X 0 



X 0 



X 



X 0 



X 0 
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{h) The referee position should bo taught from both sidc^ - richb 
and loft. 

0. Safety 

(1) Instruct the children not to roll around on the floor vjhilc 
practicing the position. 

(2) Instruct them not to di^oj^ to their knees vjhcn getting into tho 
referee's position. XTh^-s is bo prevent kneo injury). 

(3) Hands are flat on the floor v;ith fingers pointing straight 
ahead. 

(h) Tho head and neck should be up and not drooping doun. 
(!^) Toes should be curled under. 

F* Rides 

1. Tight 1/aict from Referee's Position 

a. Right arm goes around opponent's uaict and left hand slides from 
olbc;: to v.Tist. (This is done as vhistle blovzs). 

b. The right arm tightens around the vaist and pulls opponent fonrard 
and to the side and dov;n on tho Mat. 

c. The loft hand slides to \n:^ist and the head is placed behind am pit 
and pressure is applied to keep opponent on tVio nut, (Rill oppo- 
nent toirai^d you) , 

Hand goes ai^ound waist 



Hand on 
elboK 

2. Hear Arm Far Ankle 

a. On the whistle^ right arm goes fron ai'-ound tho v:aist to the far 
ankle <:ind lifts upv;ai'd, 

b. Left arn pulls opponent's arm back under. 

c. The thurst of the ankle and the pull of the aTv\ should drive oppo- 
nent to the mat. 

C . 7' ' ' ■ ' 'J Far ankle 
Near fa^n 

3. Fnj^ Arn Hoar /mklo 

a. Right ^rn cones fron ai^ound the uaist to the near ankle. 

b. Left arn goes fron the left eloo:; to the right elbo:;, 

c. Both the arn and the ankle arc snapped at the sane tine towaa^d 
yourself and at the sane tine the weight of your body drives :nto 
opponent. 



Fai^n arn 



// 4 

^^u/ '^'"'' Hoar ankle 
O 33o ^ "7 
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li. Tight l/aist Ngoi' Ankle 

a. Right arn stays around v;aist. 

b. Left hand comos from elbov; to the naar anklo. (You move around 
behind opponent at the sar.e tirio). 

o» Ankle is di^ivon forv/ard and dov/n tighten around v;aist, 

5. Teach ins Techniques 

a. Separate the mats and have two practicing on each mat while the 
other observe. (The more mats the rrioro participating). 
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Tl)e ^ratchors help prevent ^rrostlor frcii hitting floor, 

b. The botton raan should not resist the top nan vhen he is leai^ning 
the rides. After a while only part resistance ai'id after the ride 
is mastered, full resistance is given. 

c. w'hen all have learned the rides, push mats together and have t:;o 
or three couples try to break thoir opponent doui flat by using 
one 3f the rides. Give about 30 seconds for the break doim, and 
then reverse positions. 
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) Those people ]:oep 
vn:estlers on nat. 



X 0 ) 

OX OX ox 0 X 0 X ) 

c. Bo certain each wrestler has sorieono his ovm size. 
Reversals and Escapes 
1. -Jing Roll 

a. lian on botoom hooks the ai^m which is aa^ound his ^7aist. Hook it at 
the ^.Tist. 

b. Step out slightly with the right knee, oil (keeping opponent's 
wrist) opponent over top of yourself. 

c. Pivot after roll and come up on top. 

Counters 

a. Throw vieight back avray from bottom man, keeping the tight waist. 

b. Pivot to the other side as roll begins. 
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St;itch 



a. Mail on bottom crosses the left arm over his right arru (Thic in to 
break a;/ay fror. opponent's grip on the elbov;), 

b. At almost the sar.e tiiao he sits out to the side and nuts the richt 
hand under opponent's leg, (arm over opponent's arri). 

c. Han on top still keeps the arm arcund the \Mist. 

d. Han on the botton nov/ sits back hard and lifts up on the arm under 
the Icgj forcing the top man to the .Tiat, Bottom nan noi: pivots to 
the top position. 

Counterc 

a* Pull arm out fror; ai^ound the \;aist before sv/itch, 

b. Rc-c:ritch as opponent C">;itcho3, 

c. Pivot over-top of opponent as he s\;itcliei^. 

Git Cut 

a* Man on the bottom shootr left leg out betv;een his arm, landing on 
his side. 

b, A quick turn to the left (keeping in a small bpll)usually sop^irato:: 
the tv;o v;rostlers, 

c. Keep arms near the sides on the sit-out and then after completion ^ 
hands ai^e out in front to prevent opponent from going around behind. 



a. Follow man around as he s its-out* 

b. Pivot the opposite vay and moot opponent as he finishes sit-out, 

c. Hook up under both arm pits and spike around behind opponent, 

Teaching Techniques 

a, Teach all of the move s from both sidcs--thiG gives >.he vrestlor 
tvjico as nnny moves, 

b. Demonstrate in the middle of the jaat yourself and then pick oov\co\ii: 
to try it and then break up into groups to practice i:ith no 
resistance. 



Counters 
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Join mats for 
demonstration 
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0 X ^ u-^ronstv.l/icn 



c. Alter the move is leai^ned, start giving 1/? rosiGtanco aacl ilion 
full rccistance, 

cl. Have then so through it slo\;ly to begin with and as they Qot better, 
increase the speed, 

H, Pinrunc Cc.ibinablons 

1. Cradle (thro;:n fron both sides) 

a. One cam is around the neck ^:hilo the other is around the knee joint, 
Hands ai^o hooked together (opponent is on his side or back uhcn 
applied) . 

b, Cpponent is hold on his back by pullint; kneo Joint touai'd tho head, 

^ ^ Head and knees ai'e clr a\:n toccthci'. 



2. Half llelsun (thrown both sides) y 

a. The half nelson is thrown vrhen opponent is flat on the mat, 

b. The mail on top goes to the side and puts his arn under one of the 
opponent's arms vdth tho haiid on top of opponent's head. Pressure 
is applied by lifting vrith the oxn and pressing dov:n with the hand. 
(Opponent is rolled to his back), 

" hand is here 

v^- ' ' > arn goes up under clbov: and hand on 

^ top of the head 

3. Teaching Techniques 

a, Ecnonstrate in front of fjroup, (all watching) 

b. Pick soneone to try, 

0. Divide group to snail groups and practice idth no resistance. 

d. Have opponent lying flat on his stcnach when practicing the half 
nelson. No resistaiice is given when learning, 

e. Have opponent lying on his back when practicing the cradle. 



I. Safety 



]-, Do sure to stress the dangers of the full nelson and it is not a legnl 
movement in wrestling. 

2, vStress slo;; novenents against opponent when there is no resistance, 

3. Stress tho importance of close attention while denonstrating tho 
pinning combinations. 

/[, Bo certain the students oxe evenly matched during all practice ^^d all 
in^estling in general. 
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IXirposc: To dovelop a prograra coordinatinrj first f»rado readinoss activi^acs 

Milh physical education. 
Objective: To introduce certain basic first grade concepts and skills to the 

childa^en in the classroon oJid in the physical education procram at 

the same time. Such as: 

1. av;ai'enes3 of left and right handedness 

2. loft to right progression 

3. coordination of voice and motor activity 
I4. recognition of basic colors 

3. recognition of basic shapes 

o. identification of liUenesses and differences in size 3 
shape and color 

7, basic Language Aa't skills 

C. basic Ilatheinatic skills 

C ^ncop^s to be ?eve loped 

1. Left to right concept 

a. Recognition of left and right. This can be done by putting,' a 
mark of identification on the right hand (masking tape). 

b. Follovring directions to use left and right parts of body. 
Example; Lobby Loo (right hand up, left hand up^ etc.), 
Jimmj' Crack Cornj Simon Says, 

c. Oral directions using whole body movements. Example; Circle 
games involving moving from left to right, or sentence di-- 
rection'^ such as, "Take tv;o stops to the left,'^ etc. 

d. Left to right progression. In preparation for reading, 
initiate all games, v;henever possible, using the loft to 
right progression. Example; counting off from the left. 



2. Following oral directions: Starting v;ith a simple direction 

such as, "V7alk to the right," and [gradually becoming as detail^xd 
as "V/alk to the red circle on the right and hop back.^' This c:.t: 
be embellished in relation to the group's ability. 




3. Classification: Learning to group pieces of equipment which arc 
necessary to play a ^ame; being able to recognize ;jhat else is 
needed if only one p.ai"*t is shoim. Ex^jnple: Boirling pins are sei 
up, but the child rnast be able to supply the proper ball from r. 
variety of available balls. 
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]|. Identifying concopt of oppo.sitcsr 1/ords which are inportant in 
the first grade reading program can be reinforced in the phycical 
education program. Exanplo: up^ dovm; high, lovjj olov:, faotj 
big, little; first, last; over, under; before, aftorj quiet, noisy. 
These voider are often used uhcn introducing or p].aying many of the 
prinai^ games. 

Colors (Recognition of): 

a. Recognition of colors; the eight basic co].ors to be taught in 
the first grade prograri are red, blue, yollo^w', green, broun, 
orange, black and purple. The recognition of those colorr; caii 
be reinforced through nany physical education activities by 
giving directions such as, "Run to the red circle,'' ''Hop to 
the green triangle," "The yellow line is the boundary," etc. 
Although the printed word ;:ill be available to the child in 
his classroon, the above raeationed reinforcement of the basic 
recognition of colors can be an excellent correlation. 

6. Shapes (Recognition of): Many pririary games use the line or circle 
formation and require the participants to be able to recognir.o 
various other geometric shapes. Exaiple : To teach the frog head 
stand the student is shovm a triangle and instructed to place hie 
hands at tv;o points on the triangle and his head on the thiixl 
point. Also the childi^on lecir^n the use of the semi-circle for- 
mation and the squai^e formation, 

7. Phonics: The teaching of initial consonants and blends is a voiy 
important first grade skill. This skill can be reinforced through 
the use of physical education activities such as^ Crov;s and Crc.no3 
or Galloping Horses. (See game description). 

t . i^Iumber lijcpericnces ; There ai^e innuiierable v;ays in vrhich physical 
education experiences provide for the utilization of number oxpor- 
ionces . 

a. Tag Oarr.es - Count the number of children vho h^ive been tagg^^l. 
As time progresses, count the number of children ;/ho uero net 
tagged. If feasible, count the number tagged plus the nui'.bor 
not tagged and put them together. In doing this, cowting. 
adding and subtracting are utilir.ed as number experioncoij . 

b. Counting may be utilized in the following activities. 

(1) Bouncing and catching 

(2) ^,;all Bounce 

(3) Over the Met Throv; 
(1|) Bo::ling 

(5) Bean Dag Gai^.es 

(6) Jumping over a rope. Example: Let the rope swing tw^o 
times before you jump in. Then see hov: many times you can 
jump. 

(7) Keeping score 

c. Iiiscollaneous Number Experiences 

(1) Games in which players ^'^re assigned numbers and go into 
action v;hen their number is called. 

(a) Club Snatch (See ^air.e description) 

(b) Fire Engine \ 
Q (c) Cars and Junkyard; 
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(2) Number recognition • Nuraber eymbol rocognltion can bo 
satisfactorily incorporated in giving oral directions. 
Use flashcards vjhen: 

(a) Counting off 

(b) Dividing a group into teams 

(3) Reverse number sequence and Crab V/alk 
iU) Counting by Ti/o's 

{(x) Horizontal bars 

(b) Any activity involving partners 

(5) Understanding the meaning of next and last. Example: Have 
the first child pass a bean bag to the next child, counting 
the number of children v;ho have not dropped the bean bag, 
continuing to the last child, 

(6) Rhythms and Dancing and Singing Gaves 

(a) Chimes of Dunkirk 

(b) Hansel and Grctel Dance 

(c) London Bridge (Bridge-tender vho has most players be- 
hind him at end of game v:ins) 

(7) Understanding Concept of three and/or counting by 3^3, 
(C) Ileasuremcnt-ccmparative terms: large, small, big, little 

etc., heavy, light. 

(a) Mother, May I? 

(b) Mimetic garoes 

(9) Creativity: Through tlio use of story play (mimetics) 

there is moh opportunity for listening, speaking, as i;ell 
as physical expression. 

(a) Statues 

(b) Ten Little Indians 
9. Listening 

a. Listening to music to identify mood and tempo 

b. Listening to direction - from a record, the teacher or a tean 
mate 

c. Listening for starting and stopping signals 
10, Speaking 

a. Childi^cn take part in the evaluation part of the lesson as well 
as the explanation. 

b. In certain instances, the child may be called upon to give the 
directions for a game or to continue its play. 

c. Recording the rules of a gaiae^ In most instances, this record-* 
ing i;ould be done by the classroor] teacher and, it is hoped, 
that from these nev; physical activities there ;:culd be an oi^t- 
grouth of a nevr vocabulai^y. 

Activities 

This progran nay bo inplerr^Gnted through the use of the follov/ing games and 
skills. This list is by no means complete, but is meant rather to prcsen-- 
examples of coordinating physical education uith the first grade readinesr 
activities. Uq v;ill list games ccpjnonly used in the first grade progra]^. 
Iiany of these v:ill require no further description. Under the game title 
;:e enumerate those first grade skills which can be strengthened 

through this activity, 

1. Simon Says 

a. right and left concept 

b. vocabulary (up^ dovjnj front, back; otc.) 

c. identifying body 7>..rts 
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2. Freeze or Statues 

This is a (aiinotic gar^.o in which the children are instructed to Ira- 
itate an aninal or an action. At a signal frovi the teacher all arc 
supposed to freeze and make a statue. 

a. minotics and creativity 

b. vocabulaiy (descriptive v/ords--quiot , slovj, heavj^, etc.) 

c . position 

d. auditory and listening slci] Is 

3. Counting Off 

a. left to right progrescjion 

J. identifying nuiTiorals (use flash cards) 

c, following directions: {\:oSt turn^ turn head, etc*) 

U, Busy Dee 

The childi'en are instructed to get a partner and stand back to 
back. Thoy then follov; the directions of the teacher, such 
''front to front, side to side, olbov^ olbov;". On the signal 
'^BusyBec' - all change partners. 

a. direction follov;ing and listening 

b. identifying body parts 

c. vocabulary (partners, right, left, etc.) 
5# i 1070 men t Skills 

a, combining oral direction v;ith notor activity such as, hop, 
skip, jump, etc. 

b, number skills. Example: ''Stop on second lino." Hark linos 
1, 2, 3. 

c, visual and auditory skills (''Go to the red circle.^') 
C. Fire Engines 

Children count off (1, 2, 3^ U) » Vihon the fire chief callo their 
number thoy must then race to the designated fire. The first 
''engino" to arrive becomes the nozt fire chief. This game r.^vj bo 
rxdified by using color \;ords, shapes or topics currently b>;in ; 
used iti the classrooru 

a. counting off (sequence of numbers) 

b. listening and following directions 

c. vocrabulary (on the line, stop on line, etc.) 

7. Speedy Squirrel 

Children are arranged in a circle -,iith one designated '^Speedy" 
v:ho runs ai^cund the outside of the circle, tagging a certain 
nuTiber of players. Cn his signal the tagged players race around 
the circle and the first one back to hi.o spot v;ins and becor.es Ih.? 
next "Speedy" . 

a. running in a circle 

b. rcm.embering position 

c. learning to take turq:i 




6. Kail from Mors 
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Cnc player is designated as the ^'Man^^ The rest of the players 
spoak to him in unison, ''Man from Mars, may v;e chase you to tho 
stains?" Hg answers, "Yes, if you ai^e v:eai^ing — (color^^) All 
those i:oai^ing that color chase him and the first one to tag him 
becomes the nev; "Man". 

a. color recognition 

b. speaking in unison 

c. ability to remember; the verse, directions, signal, etc. 
Club Snatch 

Class is lined up in tv^o teaiis facing each otlier v?ith each lean 
numbered off. Leader calls a nuinbor and those v:ith that number 
must try to get a\;ay with tho club without being tagged. This 
201:0 may be adapted to addition and subtraction facts as the year 
progresses* Example: The leader might say "tv:o plus three" and 
tho t\:o players having the numeral five uould attempt to retrieve 
the object • 

a, number recognition 

b. number facts 

10. Crcw's and Cranes 

Class is divided into tv;o groups designated ''Crows and Cranes^^ 
Groups advance from their base line until they are Just a feu fcc?t 
apart. The loader calls either crovrs or cranes and that group must 
flae back to their base uhile the other group attempts to tag them. 
Those caught, join the other team* Instead of calling this game 
"Crows and Cranes" when teaching beginning sound this game mriy bo 
titled to utilize the sound being taught at that time. Example: 
Bunnies and Bears, Lions and Leopards, etc, 

11. Crab Ualk 

a* counting backirard (iJhen walking backward child must count 

bacb/ards, etc. ) 
b, counting forvrai^d 

12. Horizontal Bars 

As child progresses across bars, every time he grasps tho bars 
:jith his right (or left) hand he must state the nur.cral vjhicl^ 
would appear when counting by two's. This m*ay be started wit:: 
saying each bail's number to practice counting by ones. 

13. Passing 

The children may stand in a cii^cle or line and pass an object 
(such as a ball or bean bag) to the next person v:itho'at dropping 
it, counting the number of tir.es ic is passed without being 
dropped. This reinforces the concept of counting and also the 
meaning of "next" and "last". 
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Ih, Chines of Dunkirk (Childhood rihythn:;, 127) 

This is a donco irhore the chilcbon rcirirorcc the mcanint; of throe 
by porforning each actioti tb.rco iir.cs, 

15, Gquirrolc in Treec 

The childi^eti ai^o grouped into thrccG, Two, holding; hands to foria 
a tree and one in the center ic the squirrel. There riust al\:z\yc bo 
one squirrel v:ho dees not have a tree. The leader sayc the follov;- 
ing "Squirrels in the tree, listen to rr.o • Find yourself another 
trec/^ V;hen the vrord tree .is said the squirrels nust each find a 
nev: tree. This teaches the concept of c^'cupinc in threes, 

16, Mother May I? 

Children are in a lincj v/ith one person being '^It'\ This person 
faces others and gives directions, using conparativc terms, such c.s 
1-argc, snail, big^ little^ etc. "Take one very long step," The 
children imst respond "Ifothsr, nay I?'^ before they can follov; the 
direction. If not, they na^' not novo. The skill is to be able to 
discrininate between conparative terns and count the nunber of 
steps to he taken. 

17, Story Play 

A story such as the follov;ing nay be used to conbinc listcnin?j 
skills ^.:ith nineties: 

Story: In auturrji, the leaves turn red or brovm or ycllov; on Vne 
trees and drop off to cover the ground. The days get shorter^ 
and the air is cool. On autura) days t;c like to go to the \;oods 
to tra^:p through the dry leaves. Lot's pretend i;c'rc going to the 
\/oods to traiip through the di^y leaves, Let^s pretend ^;e'ro going 
to the i;oods on a crisp auturai afternoon, 

a* ";/alk ttoough the loaves and inastle then \;ith your feet, 

(children ;ralk softly, kick.ing or stirring iriaginai^y leaves,) 

b. Gather the leaves v.dth yout^ hands and arns. 
(children stoop to fill the corns vrith inaginary leaves, 
carrying then to an imaginary pile,) 

c. Rake the leaves into a pile, 

(Children initate the novenents of raking leaves into a pile 
v;ith large sv;eeping novenents ♦) 

d. Run and jump into the pile of leaves, 
(Running and junping softly) 

c. Lie down in the pile of leaves and cover yourself uith the 
leaves, 

(Childi^en lie do^^n and pretend to cover the body uith the 
loaves, st'irting at the feet, Then resting,) 

f . VJatch a le^af that is about ready to fall, sv:ing back and forth 
on the ti;ig, and finally v;hirl to the ground. 



(Chilch^en initate the noycnents of a leaJ 
by spraying, running, and vrhirling to the 

Cross a little brook iry the ;rocds. 



floor.) 



gP^(^" (Children v:alk, balancing cai^oft>lly c:-i the ^t-ppi:.g stcnos,) 



Rocross the brook, 

(Childi^cn can cross back by junping over the innginnry 
brook, ) 
i. Run hor»o quickly. 
(Running) 

Galloping Horses 

(This nay bo called Rabbit Hop or any term that suits the partic- 
ular situation,) Have the chilcLt^cn in position according to the 
action that they will porforn. • (hopping, galloping, etc.) The 
child is told to perforn the action but before he caj) novo, he 
r.ust give a v;ord v:hich begins v/itli the pa:^ticular sound ;;itli ;;hich 
you eso working. 
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Physical Education Demonstration Programs 



Hay Day prograns, P.T.A. demonstrations, and other special 
events are excellent moans to acquaint pupils, teachers, admirAistrat- 
oro, aiid parents with the objectives of the physical education prograr^i* 
The activities should be representative of the yearly progron and may 
bo presented to show (1) a particular activity, (2) a typical class 
period, (3) a variety of activities, or {U) a program centered around 
a central theme. After the type of program is determined, consider- 
ation should bo given to the number of students involved. It is 
recommended that as many children as possibly have an opportunity 
to participate in the show. The enthusiasm created by this involve- 
ment can stimulate interest in students throughout the school* 

The following outline should be of help in planning May Day 
programs and P.T.A. demonstrations. After the details of the entire 
program have been organized, a conference with the principal is 
necessary to finalize arrangements. 



I. Organizing the program 



A. Determine the typo of program 

1. Show a particular activity. 

2. Show a typical class period i 
3* Show a variety of act^Lvitics. 

B. Select program activities considering: 

1. Space available e.g. stage, field, etc. 

2 . Time allotment 

3. Availability of equipment 

U. Activities fapiiliar to the students, 



C. Dotormine method of presenting activities in the program 

1. Demonstration - grows out of the physical education class 
and uses all the children who vdsh to participate; there- 
fore, a variety of skill levels must bo included tactfully 
so each child has a satisfying part in program. 

2 . Performance - based upon the use of selected children who 
have earned the opportunity by thoir skill ability to 
perform 

3* Selection - special group may be used for a particular 
purpose either due to space, theme, or event* 

D. Determine selection of participantn 

1. Subjective observations during physical education class 

2. Mutual selection with classroom teacher 

3* Established criteria for specific activity. 

E. Corrjnunicate 

1. Program v;ith principal 

2« Selection of pupils with classroom teacher 
3« Letter to parents requesting permission for their 
child ^s participation in the program. 
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F, Establish practice schedulo 

1. Local situation will detemine practice tijRie 
a# Before school 

b. Lunch time 

Ct Daring scheduled physical education classes 
d. After school, 

2. Practice schedule distribution 

a. Principal 

b. Teachers 

c. Children 

d . Parents 

G. Orient Participants to: 

1. Purpose of progran 

2. Procedures for practice sessions 

3. Responsibilities as participants 
Conduct during practice sessions 

Individual performances by written description v/here 
applicable. 

H» Program Props 

1« Soonexy (if applicable) 

Lighting (if applicable) 
3i Costuming (if applicable) 

Script (if applicable) 
5. V/ritten program (if applicable) 

> 

II • Presenting the program 

A. Check proper placement of all props and materials 

B. Chock seating arrangements for audience* 

C. Check seating arrangements for pupils with supervision 

D. Use student helpers - ushers, equipment crew, etc* 

E. Establish time and place for participants to report, 

F. Remind participants of performance of responsibilities. 

Establish a definite plan for dismissal at the conclusion 
of the program. 
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Sample May Day Program 
Ihemes Vin - Vigor - Vitality 



Concert 

Entry of Colors 
Pledge of Allegiance 
National Anthem 
Exit of Coloro 
Sitry of May Court 
Coronation of Queen 
Picture Taking Time 
Salute to the Queen 
Entry of Chorus 
Queen's Serenade 
Queen's Dance 
Round the May Pole 



Recordings 
Color Guard 
Everyone 
Recording 

Queen and Attendants 

King 

Audience 

Sixth Grade Girls 



Games 

(l) Swat the Fly (2) Tire Relay (3) Crows and Cranes 
Folk Dance - ^'I Seo You" 
Circle Soccer 
Folk Dance - "Norio Meigo" 
Gymnastics - Six Stations of Apparatus 
Special School Awards 
Folk Dance - ''Gustav's Skoal" 
Gymnastics - Pyramid Buildij^g 
Novelty Dance ^'Pom Pom Cheerleaders" 
Exercise Routine "Chicken Fat" 
licit of May Court 
Dismissal of Classes 



Third Grades 

First Grade 

Fifth Grade & Special 

Second Grade Ed. 

Fifth Grade Boys 

Principal 

Fourth Grades 

Sixth Grade Boys 

Fifth Grade Girls 

Entire School 

Classroom Teachers 



Pi^imary 

3S 



ilisic 



O 



ilay^Pole 



Jriter- 

mediate 

Grades 



• 



Audiencfi 
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Sample PTA IVogram 



Gymnastics and Tiuabling 
(Approximately minutes) 



Time 


Grade 


Activity 


Briefs Description and Comments 


3 min. 


K-6 


Marching 


Participants walk from back of gymnasium. 








Perform a routine on stage. 


20 sec^ 


6 


Special Intro- 


Curtains open about 10 feet, have approxi' 






duction 


mately 8 students dressed in v/hite per- 








form tumbling stunts. Special effects 








brought about through the use of a black 








light and psychedelic music. 


12 min. 




Tumbling stunts 


Individual, dual and group stunts per- 








formed xAth music accompaniment. 


3 min* 




Free Exorcise 








Routines 


Performed in front of closed curtain 


2 min. 






v;hile equipment is changed back stage. 




Bamboo Pole Rou- 








tine 


For recognition of those behind the accno 


P HIT n • 




Balance Bean Rou- 


16 u t»no curiam open wnixe unoy worK , a 






tine 


short paragraph is read by a narrator to 








eliminate a silent period. 






Recognition of 








i!f4Uipin6n u 








Managers 




1? min. 






Activity performed in front of curtain. 




Pai-^allel Bar 


t'ive girls present exercises with appro- 






Routine 


priate music while preparation is being 




l-l 




made for the following activity behind 




Rings 


stage , 


2 min 9 


6 


Exercise Number 


All participants involved for a grand 








finale 


10 min. 


K-6 


Springboard 




1 niii. 


K-6 


Pyramid Building 
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Sample PTA Program 



Shovjing A Cros3 Section of Physical Education Activities 
(Approximately JO idnutes) 



2jm 

2 min« 
5 mint 



5 r.in< 



^ nin^ 



3 min. 



10 nin. 



Qrade 
K-1 
2 



3 

h 



Activit y 

-Folk Danco 

Bean Bag and 
Ball Skills 



Tumbling 



Parachute 



Jump Rope 
Routines 



Apparatus 
--parallel bars 
--balance beams 



Brief Doscription and Comments 
Kinder Polka 

Progression of skills relating how 
their development vriLll aid a child 
in school work> End with a short 
ball exercise to music • 

Progression of skills— eggroll, lo^ 
roll, forv;ard roll> cartwheel, etc^ 

V/aves 

Trapping of people \mder chute 
Fop corn game 

Music— showing basic and advanced 
skills* Also show ways to rest 
using a jump rope. 

Individual stunts then routines r.acb 
by students* 
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Sports Day and Play Day 



One of tho culminating activities of the elementary school physical educa- 
tion program is the inter or intra-school sports day or play day» Sports day 
is defined as competition between two or more schools or between classes within 
one school wherein each school or class retains its own identity* Play day is 
defined as competition between schools or classes in which the identity of the 
individual school or class is lost by having tho players from each school com- 
bined on teams with players from classes witliin a grade on teams. 

The primary aim of the aports day and play day is participation by all the 
students in as many activities as possible without penalty that takes place and 
the playing of tho game just for the fun of playing. Students should be taught 
to win but not at the expense of good sportsmanship or the circumvention of the 
rules governing the activity. 

The events scheduled should be an outgrowth of the yearly program providing 
the opportunity to use skills learned during the year in an atmosphere of whole- 
some competition. 

The sports or play day can also be used to acquaint tho public with some 
of the content and purposes of the Physical Education program. 



Inter-School Competition 



General Information 

The principal of each school v/ill procure transportation for his participants, 
securing written permission from before pupils participate in inter-school 
sports days. /parents 

Arrangements for lunch should be made by the homo school principal in coopera- 
tion vdth the compotADg school. 

I'he principal of the host school and the sports day chairman will bo responsible 
for calling off any sports days because of weather or field conditions. If 
there is any question that the sports day v/ill be held, the participating schocL. 
and officials should call the host school before leaving for tho sports day* 

Teachers of the participating children should accompany them, dicipline resting 
with these teachers and not with the officials. 

A roster of all teams and contestants should be sent to the sports day chairman 
a week in advance of the inter-school sports. (It would help if official score 
keepers were appointed for Softball and kickball games •) 

Each school may hold its own sports day so school v/inners may be detenoined, the 
date being determined by the school administration. 
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Tho aotiviticG used in the intramural sports day and the n^los and rc^ulatvo^-'n 
.?cr ttose activities should bo tlie samo as thoso that T'dll gj used in \V-; ^nVj;"- 
jclv^ol sports days* 

All teams or relays should bo grade intradural champions of each school; that 
is, all boys or girls on the team or relay should be fron one roon> unless 
there are only one and a half (1-^) rooms of that grade in the school* 

Shoes must be worn in all dashes and relays* Spikes are not permitted* 

Schools may or may not use some typo of scoring for the sports days, dotormini.-if 
tho type and method of scoring before the meet by the competing schools* 

If ribbons are to be av;arded the following is the address and phone number of 
the printing company: 

GJ It xYinting Co . 
28 Henry Avenue 
Baltimore, Maryland 21236 

IWrthfiold G-0270 

Intra-School Sports or Play Day: 

lli'^nt be organir^ed along the lines of an inter-school sports day oven Ihcigl^ 
Qi/iciating may bocone a problem, especially in toan gr^ios. 

Might be organized as a relay carnival v;hore most any r,V:\':.l taught during tho 
year could be made into a relay; for example, throvdng for distance could b^- 
onr; a rolay by finding the total distance throvm by the vclrj team. 

Might be organized as a fun-day using as events, picnic or recreational garao3 
and racGS3 for example, 3-1^^0^^^ race, sack race, egg r^cc, balloon b?.o;;i:^f;', 
b.':':il':in^', and tiro rolling. 

Specific Information 

Physical Education teachers should; 

Decide on the list of events, 

I'ocide 0.1 v/hat rules are to be used. 

Officials be fully infomed as to possible variations f/^cm official ru^.er. 
s:.oc3 al events inclv.dod, -jpociui ground rulor_, i ij/j, c:>nc.i'A«:rs of bu«j ■•-: .,r:i:' 
porta ticn, lunch, etc.; send information in advance* 

Plan and organize the days events to the utmost degree (A m:".r.D.v d"^'ail 
ir;nc:ed ov forgotten could ruin the en'oirc Cry ). 
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1. 



3. 
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a. Entry liats - each child should know exactly which events he is in# 
h. Tape measures, markers, tirjers, starting gun, ^'Bull-horns'', baton^j 
provided for the officials 

c. Proper amount and kind of equipment for all team sports 

d. Recording sheets, scoreboard and ribbons 

e. Runners assigned to officials 

f • Careful time schedule of events 

g. Events scheduled in appropriate area 

h. Avoid scheduling team event and individual events at same tirne# 

i. Kake adequate provision for spectators. 
j« Make provision for c cntrpl of spectators. 

Remember events can be individual, relay or team, and may include any event 
mutually agreed upon by the schools involve d« 

Remember individual events might include a choice of s 

a. 60 Yd. Dash 

b* Accuracy throwing 

c. Distance throwing 

d* Long Jump (Broad Jump) 

e« Triple J\imp (Hop-Stop- Jump) 

f • Push-ups or dips or pull-ups 

g. Foul shooting 

h. Soccer goal shooting 

i. Cross-country 
j . Hoop-rolling 
k. Rope jumping 
1, Bicycle race ■ 

Remember relay events might include a choice of: 

a* Pursuit relay, bike or run 

b% Shuttle relay 

c. Shuttle Hurdle relay 

d. Jump Rope relay 
0, Bowling relay 

f . Throw and Stoop relay 

g. Block relay 

h. Agility or Obstacle relay 
!• Basketball relay 

j. Hockey Dribble relay (Shuttle). 

Ren;(;ir:bor team sports might include a choice of: 

a* Volleyball 

(1) official 

(2) modified 
Kickball 

c. Softball 
d» Soccer 
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SAl'IVUE 
5th Grado Sports Day 



I Please do not bring any supplies from your room except for pupil 'rr glcvos. 

' Assemble in classes along the pavement leading to the closed end of the courts. 

Keep one copy of this schedule and give the others to your team captains. Your 

name underlined indicates the official for that event. 

ll;h?-12:C0 - Assemble outside 

12!Ou-12:10 - 50 yard dash - Laneha i^t, finish - ^J[P^y^> starter - 

V/atso n^ 'ribbons 

12:15-12:30 - Shuttle relay - Lanehartj starter - V/a tson , ribbons 
12:35"12:l|5 - Rope skipping relay - Lanehart, starler - ]latson, ribbons 
12:50- 1:35 - Kickball - field 1 - h innings or UC minutes - B_roi;dy 

1/atson vs Drardy 

- Softball - field 2 - k innings or 1;0 minutes - Lanejiai^t 

\ fat son vs. Brov;dy 

- iiodified Volleyball - Girls - Each gcu'-.o 5 minutes 

Court 1 Piatt Game Court 2 1 [at son 

Dro\;ciy vs Arzt"! 1 Arzo 2 vs Uatcon 

Brcvdy vs :\xzt 2 2 Piatt vs Ar?.t 1 

Drcudy vs Piatt 3 \/atson vs i\rzt ]. 

Bro^:dy vs V/atson \\ kvzt 2 vs Piatt 

Watson vs Piatt $ farzi 1 vs Arzt 2 

The above is a Round Ftobin play-off ^ meaning each to rim plays each 
m other team once. The team vanning the most games is the chairipioi;. 

Piatt Boys - Court 3 - Each game 6 minutes. The torn v/innin^; 
"Game 1 Brov;dy vs Piatt the most games is tho champion. 

GaTiO 2 Piatt vs Arzt In the event of a tie for let 

Game 3 Brov;dy vs Arzt place, play one 5 minute garn-'. 

to decide the \:inner. 

1:UC- 2:l5 ^ Individual Invents - See map for locations 

- Broad Jump - Piatt, boys under 60 - 6th gr£dc helporSj oth-^r^* 

- Softball Throw - ^^Y^ * ("^lltk^ Ei?is 

- FUsh-Ups - Lane hart 

- Rope Jumping "-"'v/jit^sjm girls - Ixjig, boys 

2:20- 2 :K0 - Relays - Hai^dtop 

- Thrcv: and Stoop - Bro^d^ & ■■Jatccn - court 2 

- Basketball - L^^h^rt & Long^- Basketball cornet 

2:li5-3:CO - Cross Country - Lane hart, starter - V/atson, recorder - Arzt, ribbor.'^ 

3:00 — - Tug Uar - 2 out of 3 pulls - single elimination 
Boys - Lanchart & Broudy, ribbons 
Girls - Long 6 \ fa t son , ribbons 

Boys ' Girls 

Watson vs Piatt 1st round Arzt vs '/atson 

Bro\:dy vs Arzt 2nd round Ercv/dy vs Plat;/ 

^ VJinners pull Final round ; IJinnors pull 

GOOD LUCK ... HAVTi lUII ... PUY TO VJIN . . . '/ U LOr^^, 
BE A GOOD SI^ORT Al^D DO HOT MAlffi -^-XU^ES, 
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MOTE: This progrcua full day and includoo picnic lunch. 



RIDERl/COD INTEIiCL\SS ?UY DAY - 1966 - 6? - 68 - 69 - 70 



Event 


Entries 


Hov: To 


60 Yd. Dash 


2 Boys 


- 2 Girls 


Run in lane 


Accu2\ac7 Throi/ 


2 Boys 


- 2 Girls 


Any style throi: - thru tire 3 pts. 

ii± u XI u X ^ LuunL'Xii[^ I'll! ['.■.J 




2 Boys 


- 2 Girls 


Carr^/* ball in spoon » If di^opped, 


Cross -Country 


U Boys 


- i4 Girls 


Run in course - cross-country 
scorinp. 


Slmttlo Relay 


h Boys 


- h Girls 


One lap each 

XX > d XX 


Tire Roll Relay 


I4 Boys 


- h Girls 


One lap each - Roll auto tjro 
x>: ^ ^ XX 


Jump Rope Rolai^ 


h Boys 


- U Girls 


One lap each - Running jur.p rope 
x>: ^ ^ xx 


Hurdle Relay 


h Boys 


- h Girls 


One lap each - Jurr.p over 3 hurdles 

Xy ^ ^ XX 


Potato Relay 
- 


k Boys 


- h Girls 


Circle both chairs. Cai^ry and 
place erase:' on chair rj 


Block iio].ay 


J ^ H rj V 




/r]. carry cut - //2 crjxry in 

X-CC [ J Q U □ □ O C: 


Throv; and Stoop Relay 


llixed ' 
U Boys 


ioan 
- ii Girls 


Thi"o;r and stoop - Observe thro:: 1:V^^ 
line 


Bowling Relay 


Kixed ' 
5 Boys 


reai:i 
* I4 Girls 


l-.nock pin dovm 6 tir.es 
Rxtra boy be pinboy 


Bike Race 


2 Boys 


- 2 Girls 


Le Hans start - Once around com^se 


Tug-of -Vlar 


10 Boys 


- 10 Girls 


Best 2 of 3 pulls - Chanf^o orids 
each tine 


Caee E'M 
Volley' all 


C Boys 


- 8 Girls 
36h 


O^Ti crad3 V.B. iV'les. Plus any 
nur.ber hi^ c"^d helps crrry 



G^JIIuIING HIIIT3 FOR km GlLlDI-: S'.rilLIlJG FilOGRM-: 
Guiminj; Progr riii Classification 

Initia l Classif ication for Classuorlc 

A. Beginner 

A non-svrinricr, unable tc float on his ctonach or back. Feaa^s uater. 

B. Advanced Beginner 

Has passed the Beginner's course in Red Cross or Ti-ICA. 

C. intermediate 

Has passed the Advanced Beginner's Course 

D. SvdpjT.er 

An individual who is able to suim one of the three basic strokes ^ 
(side stroke, breast stroke^ crawl) for a distance of 100 yards in 
deep irater. Passed Intcrnediato CoursG--Red Cross, YIXA. 

E. Advanced S\:in;ner 
Passed uT/irLner's Course. 

^i^^lSS^ ^ C^l as^s i f i c_a t i on 

A. All beginners at side of pool in shallow; -jater. 

B. Fusp. off and float on face. Those \;ho cannot, gather in that corner 
of pool. Take nar.es. Group I. - Beginners. 

C. Others push off fron other side and float on back. Those :;ho cannct 
gather in that corner of pool. Take nai^.es. Group II. - Beginner:;, 

D. Can't svjira across pool in shallov; uater. Group III. - Beginners, 

E. Can suiri across pool. Group IVi 

F. All Viho say they can svdn, go to deeper end of pool. Give tr,ese 
pupils the Beginner's Combined Test. 

G. All ;iho fail, go to shallov/ water and join Group IV. 

H. All who pass may go into Advanced Beginners or Intermediates 
according to how v:ell they perforr.ed. 
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Sv/iming CourGGG 



The follov?ing sugsosticns and hints arc supplcixntary to The •V.erican Rod Ci'osg 
proi-^rar;. The iDctnictor cau drav; frcn thio bo nake hie teaching most offocij-vo 
and efficient, 

Eleneatm^y forr:s of rescue and Artificial liespiraticn aliould be tauijht to each 

class at the earliest tine. These can be preheated and dei^.onstratod v;hcn the 

\:Gather is irclencnt then practiced ^.rhcn cl.asG is in the \:ater, Kach and every 
opportunity to nake the pupil av/are of safety should be utilized. 



Sviming Suggestions: 
Activity Procedure 



Beginners 



1. Walk in 

shallow liater 



1. Join handn, v:alk in a 
line 

2, Walk in a circle 
3» VJalk separately 



Hints 

V/alk tov;ard shallov; end or 
across pool. Use the 
buddy system. 



2 . Breath holding 



1. Stand in a line facing 
instructor^ stoop so 
that shoulders and chin 
are in v;ator 



Gradually submerge fror; 
sh oulder- chin- r.outh- nor; r— 
eyes-^head. May be rc^ oat- 
ed at different levels. 



3. Subr.orging 



1. Stand in a line or circle ^ 
hcuids joined^ bob up and 
dov;n. 

2. Touch bottcr. with one hand 

3. Touch botton v;ith botli 
hands- 

ii. Try sitting on botton 
i;. Open eyes under '.'atcr^ 



Gar.es : 

Guess number of fingers 

partner extends 

KiakG it fun) 

Use sar.c sequence \nth 

blo;;ing out under ;ratcr 



li. Jelly Fish 
Float 



1. Stand on botton^ lean 
forv;ai'dj face in ^-vatcr^ 
slide hands dovrn legs 
and buoyancy will lift 
feet. 

2. Hold ankles v;hen you do above 
3* Sane --grasp knees 



Bend knees until rce'.. 
leave botto:^. 
Use one hand at a tir.o 
sliding down the legs 
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i; . Prone Float 



1, Do Jolly Fish Float. 

2. Straighten to Prone 
Floaty return to Jelly 
Fish Floaty stand. 
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Relax 

Important to teach getting 
feet on botton 
Stress knees to chest 
Concentrate on gaining 
standing position 
Bend knees and rfiake ball 
(rioa'c^r's h^:"■.ds slide 
buddy' ^ Inlands ana pull 



t:. 

ir 



wac' 



irov: 
down 
while r:,:ublini; 



Activity 

Vrono Glide 



Procedure 



Hints 



1. Standing, facing uall, 
ai^ms fon^rard^ put face 
in viator, push from bottom 
of pool to prone glide 

2, Stand vrith back to side of 
pool and one foot against side 
of pool, stoop so that shoulders 
are under vrater, put face in 
v;ater and push from side. 



Keep £c^,ce in wator 
Use buddy, if necessaiv 



7. Prone Glide 


!• Practice kick first 


hold- 


Knees relaxed, not stiff 
but kick from hip . 


and Kick 


ing on to gutter 






2. Glide and kick v/ith 


face 


Keep kick v.'ith pressure on 




in v;ater. 




upbeat depends on strength 
of leg kick. Ankle re- 
laxed. 



c 


RanV T*"] oat. 


1, 


Explain and shcv; hov: to 


Have buddy at back of oac'- 








regain feet 


person 






2 


Lift one knee, drop hips, 


Keep hands under water 








bring arms to sides and 


Head should rest on ^jater 








raise fcrvrard^ pressing 


looking at sky 








up on v;ater 


Keep hips up 








Head drops forvraixl 


Gradually raise arms to 








3ajne--lif ting both knees 


side above head but still 








Buddy stands behind pupil 


in v:ater. 








for support at head 


Relaxation 








Arms horizontal, legs in 










forward stride position. 










Stoop so shoul.der and arms 










are under vrater 








6. 


Let head drop slowly baclc-;ard 








and allow v/ater to raise legs 


9. 


Back Glide 


1. 


Push slowly from side of 


Head should rest on vrater 








pool, with hands at sides 


Use buddy at xirjt. 


.0. 


Back Glide 


1. 


Practice kick holding on 


Kick vrater up with ir.::>b:;. 




and Kick 




to gutter 


of feet 






2. 


Kick from hips v/ith kneos 


Keep chin do'-Ti. 








and ankles relaxed 








3- 


Glide on back and\kick 




.1, 


Finnia.i;,- 


1. 


Glide on back, push ;:ater 


Keep hands under water 








with hands towaixl fe^t 


Slide hands up side, r-*, "rc> 






2. 


Can lead into v/injing 


out, keep elbows in, -d 



push v;ater to'./ard foet 
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Activity 


Prccodurc 


ninLS 


12. 


Hand Over Hand 


1, 


Land drill fir at 


r uli I 0 <ycn 




Arm Stroke 


2. 


Stand in pool vath face 


beep puil 








in v;ator- 


LJLlX; (JiUOV<L> 






3. 


V/^>Aking 








In 


Prone glide with arn 










stroke and face in water 




13. 


Rhythriic 


1. 


One side of face resting 






Breathing 




on v;ater^ breathe in 










through . outh, turn head 










and put mouth in \;ater, 


taking breath 








bio;; cut 


usu v/i-v/ii KiCK^ fiGiig on l>0 






2. 


Roll head ior next breath 


side > 


111. 


Conbined Stroke 


1# 


Practice arm stroke and 






on Front 




ilutcer kick 


Arms out of water 










Ud.n ucj diong sxciu cicc > 










water 


IS- 


Conbined Stroko 


1. 


Start with "vringing^' and 


Hp H !>r\c\ h r i r1 n ^ i f i n n 




on Back 




flutter kick 


important 


16. 


Conbined Stroke 


1. 


Stand in v;aist deep Mator 


r uOG ouuuxu luou cri vvrit'.i 




and Broathing 




and practice arn stroke 










Kith breathing 








2. 


Practice sar.e while \ralking 








3. 


tVactico sarie v;ithout kick 


Look at shoulder \nX\: cKir 






h. 


Practice complete stroke 


in TJ + n 










Slov; even strokes 


17 • 


Txirning Over 


1. 


Start from glide, 


ui up v)Uuuxucx on t/UiniM|^ 








Use combined front stroke, 


c XUU 








turn over and swin on back 


Come to float position 






3. 


Start on back aiid change 










to front combined stroke ■ 




IC. 


Changing 


I. 


Swim v;ith front combined 


iui n o XO\i Ly 




Direction 




stroke 


C, 0 rr.p to r 1 n /I t o ■ ; i t <^ 






2. 


Turn tovrard shallow water 








and return to starting 










position 






Leveling Off 


1. 


From neck deep v;ater> 










push from bottom to prone 










glide and swim 


00 ol 






2. 


Same on back 


Drop head back 






3. 


Do from deep i;ator 


Kocp hands under waber 
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Activit y 



IVocodiu^o 



Hints 



20. Jurjp into 1. • Lovol off and 3\rm a Piit face in \,'ator 
shallovr vrater across pool Cono to float po:;ition 

21, Junp into 1. Gi^adually increase depth One at n tir'.o 

•epor water 2, Level off and sv/iin along Can be done in deep v7ator 

side of pool to shallov; end 



22. Treading 1, Stai^t in 3' or 6 feet of Chin in \;atcr 

I7ater vMtcr holdinc on to cotter Keep hands under water 

v;ith one hand . Can bo done in deep water 

2, Face shallow end and Select best stroke for 
practice bicycle, scissor individual 

or eloriontary back kick 

3. Use fini-lng with one or 
both hands 

1|, Pull dcvm on water with 
one hand, then other 



Combined Skills (Test) 

1. The pxpil jumps into deep vmter, levels off* and swims IS yards 
v/ithout stopping or touching, he turns about and swims back to starting 

^ point. 

2. The pupil does a plain front header from deck or dock, levels off, and 
swims 1^ yards, turns about, and starts swimming back. Halfway back, 

he turns on the back and rests either motionless o'^ with gentle paddling 
movements for a quarter of a minute. He turns back again to front swimming 
position and swims to starting point, 

Advanced Beginner's Course 

This course v:as added in I96I by the A;n.orican Red Cross to moot the needs of a 
group of students who may pass the Beginner's Test but who are not ready for 
the Intermediate Course. These students are insecure in deep v/atcr, lack 
stamina and endurance, and are not ready for intermediate skills. 

Advanced Beginner Test 

The test for the Advanced Beginner is made up of the following individual 
skills: 

1. Breath control r Pupils stand in chest-deep \;ater and demonstrates rhyth- 
mic breathing at the rate of 2ii-36 times in 2 minutes. 

^ 2* Svjirrjning in place: Pupil remains afloat in a confined area (within an 

p 0-foot circle) by using a modified human stroke for a period of one minute. 

3. Changing positions: Student changes from a prone svrirrjning position to ver- 
tical position and then to a supine (back) position, student changes from 

Y2rn^ a ' H^inc t;vn.mming position to a vertical rr^sition and then to a pron3 posi- 



U. E.lc/r.ontaiy Back Stroke: I\ipil sv:iris ?.'J yarcb^ UDinc tl:ic clcr.cntai-y br.ck 
:3troko , 

!>4 Hand-Gvci^-Hand Stroke: Fupil c^ans 2!,; ycwdts^ UGin^ a hand-ovor-hnnd Gtroko. 

6. Divinij and under\;atCT sidraning: tMpil divc^j fron the deck and cvrma 20 foot 
bclov; the surface . 

?. Use of life jacket: Student junps into water fron dock ^'hilo wearing 
jacket. FXipil demonGtratec his ability to be corLfortable \;hile in a 
prone ^ vortical, and supine position. Each position should be held for 
at least one ninutc, llcto: Any Coast CAiard- approved life jacket, vest, 
or scat cushion nay be used, 

I, Rescue technique: I^ipil lAist demonstrate rescue involving use of reachinc 
pole and rescue involving use of ai^ticle of clothinrj, 

9. Coribinod Test: Pupil dives into deep uato:* and sv;ins a r.iniraui of throe 
body len[;ths bclov: the surface; then cones to the surface and stays t^float 
in a confined ai^ca for 30 seconds; then swims 20 yards using cither the 
olenentra^y back strol:c or hand-ovcr-hand stroke. 



Face in V/ator 

Objective: To have swirincr put and keep his face in vzatcr at least 10 seconds. 

Method: Stand in waist-deep water, feci apai*t and hands on hips. 

Take a bite of air, bond foin;ard until noso and mouth are in the 
water. Hold for 10 seconds. Straighten up and exhale. 
Nov; lower head until v;ater covers eai's, hold 10 counts. 
How, lovmr head until vrater conpletely covers the head. 

Analysis of Face in V/ater Reasons 

(a) Keep haiids on hips at (a) R^events loss of teaching tirr.c 
all tines w^hilo perc i rubbs his eyes, 

(b) Keep chin dovai vrhile face (b) This is normal head position* 
is in vjator* 

(c) Hold breath under water (c) Me ea^o not concerned with rhythnic 

breathing in this skill, 

(d) E::halc through a snail (d) A habit is being duvolopod. It 
opening in the nouth v;hen easier to exhale through a small 
face is lifted fron the vratcr. opening than a larger one v;hen face 

is below the surface* 

(e) Insist that the face bo kept (e) If they are able to do it this 
in v;ater 10 seconds. long they are no longer afraid of 

the water covering their face. 
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Tcacliing Tipj^: 



Face in l/atcr (Continued) 



1, Movk up to 10 .seconds ma>:irnin sloirly* I'irst iiir.c ni[;ht bo up to 
h r;ocotidc, then 6 GccoiKiG> oic, 

2. If pcrcon !k.g diTficulty in ikiintain^nr; oalo.ncoy have that pci^son take 
a foruojt^d stride position v;hcro one ioot is in front of the* other. 




Jellyfish Float 

Objectives: To attempt to develop a Gcnsc of balance. 

To dotorriine the buoyancy of the sv:irrj':cr. 

Method: Stand in waist-deep v;aterj feet apart. Bond forward and place 

right hand on right thigh and left hand on left thigh. Inhale 
through the raouth* Place face in the v;ator and slide the right 
hand dovrn the right leg until ankle has been reached* Hold thir: 
position for 7-10 seconds. Slide hand up the thigh, lift face 
from water and exhale thi^ough the nouth. 

Sane as above except the lex^t hand and leg arc used. 

Slide both hands dov;n to the ankles. This usually result i 

the feet leaving the bottoru Return to original position by 
sliding the hands up the leg to thigh and lifting the face fron 
the ;;ater and exhaling* 






Analysis Reasons 

(a) Slide hands up and down (a) Makes swimmer think while face i 
legs slowly in water below the surface, 

(b) Face is placed in water be- (b) A habit pattern is being develo*:? 
fore the hands move from ed. It is impossible to do 

the thigh. Jellyfish Float with the face 

above the surface 

Teachinr. Tips: The swiminer should nako no effort to lift foot from bottom. 
Tl;; natural buoyancy of the body permits the feet to leave the bottrr., 
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Turtle Float 



Objcctivoa; To cxaoicl oMii'ii-xv in dovc^opiaf; a concc of balance. 
To build confidence in the GT/ii-uicr . 

Met hod: Stand in ualct deep v:atcr, fcot apai^t. Bend fon;ai^d and i')1p.co 

both harub on ri^ht thigh. 

Inhale, lowox^ face in water and slo^^ly slide both hatida dovni the 
log to position just bclov; the knee. I\ill right knee to chest. 
Hold for 7-10 seconds^ 

Return to staa^ting position by lov:oring the log, sliding hands up 
to thigh, raising the face fron th.c water and exhaling. 

Sar.o as above except the other leg is used. 

Mow loi;cr face in water and slowly slide both hands to just below 
the knees. IXilI both knees to the chest. Hold for 10-13' seconds. 
Return to starting position by lowering the feet, sliding the 
hands up to the thighs lifting the face from the water and ox- 
haling. 
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(a) Face iraist be in vrater before 
hands nove. 

(b) Make slow deliberate movo- 
nonts . 

(c) In returning to the original 
position reverse the proce- 
dure used in doing the skill. 



sons 

(a) Insures swi>'ifr.er of proper 
body position. 

(b) Indicates that the swiroiner 
is thinking and is unafraid 
of the water. 

(c) If this is done the swinrr.cr 
viill have no difficulty in 
standing 



Teaching Tips: This is one of the nost important steps in teaching a non- 

swiirinor to swim. All swimmers should be able to get into the 
proper Turtle Float position even though their natural buoy- 
ancy is not strong enough to keep their back at the surface. 

There i?ill be a slight fon;ard motion just after the feet leave 
the bottom. It is a good plan to call this to their attention 
before they attempt the float. 

Be sure each knows how to stand up from the Turtle Float. 
Reverse the procedure. 
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Prone Float 



Objoctivoa: To teach swiiraner another tyi^o of float. 

To develop a cense of balance and relaxation while in a prone 
position. 

Method: Stand in v;aist-deep v/ater, hands on thighs and feet 6-8 inches 

apart. Inhale and go into the Twtle Float. /VCtor assuniiic thic5 
floaty extend the arnc foruai^d, hock the thumbs and turn the fin- 
gers upvjard. At the same tine, extend the legs baclc/ajxls. Hold 
this position for 7-10 seconds. Return to Turtle Float then stand 
up and exhale . 
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Analysis : 

Factors to be stressed 

(a) Hook the th\inbs. 

(b) Turn the fingers up> t;hen in 
the prone position. 

(c) Keep the face in the vrater. 



Reasons for stressing factors 

(a) Keeps hands together. 

(b) Develops a habit pattern for the 
Prone Glide v/hich v/ill keep the 
svrinir.er at the surface. 

(c) Helps to keep the hips close at 
the surface. 



(d) Return to the starting position (d) Enables him to stand xip by usinr 
from the Prone Float by going skills he has already Icai^ned. 

into the Turtle Float and then 
standing. 



Teaching Hintc 



Sone are unable to relax v;hilc in Prouo Float position, due to over- 
reaching of arns. 

If ho turns or drops to one side while in float try separating arms 
to 10-12 inches. 



Prone Glide 



Objective: To develop a sense of balance and relaxation while moving thrcugh 
the water. { 

Method: For pool: Stand 10-12^' from the side in waist-deep vmtcr. Place 
one foot against wall. Bend forvrai'd until the shoulders touch the 
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uator. Extend arms forvrard, Ilool: tho thunbs aiul turn fin[;Grt; \ip. 
Inhale arid p],aco face in \;atcr. Loan forv;ard until balance in lost. 
Vxich against the ;;all and brinr; both hcclc to the surface ix r)orjr>i- 
ble. Strind up as in the lYonc Float* 




Be sure the face is in tho vatcr before Goi^^S into tho t^lidc. 



S;;if^jiing on the Back 



It is easier to teach a non-svarnir*er to Gv/in on the back than in a prone 
position. The emphasis ir.ust be on relaxation i/lth tho hips close to tho sur~ 
face as possible* 



Prelirdnary to the Back Float (Step 1) 



Objective: To teach the sv;irjner tc be rela>:ed v/hilc on the back. 

Method: Stand in v;aist-doep vrater \;ith the feet a corrif ortablc distance 

apart. Assure a squat position until the shoulders arc belov; the 
surface. Raise the arns to tho side with the pains up. Drop the 
head back so that the cai^s arc in the ;:ater. This is the starting 
position. 




As a continuation of the above stcp^ slovly lean back^/ards until 
the chest and abdonon are brought to the surface. Return to stand- 
ing position by dropping chin fonrard dravring the knees tovrards 
the chest, and scooping tho hands down and fon/ard at tho sarae 



Analysis: 



(a) Extend the arms to the side 
vdth palms up 

(b) Head back, ears in the vjater 
and look directly overhead 
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(a) Results in an increase in the 
size of the chest 

(b) This is the normal head position 



(c) Ilalcc no effort to lift the 
fcjt fi^oii the bottor;. 



(d) Have hin inhci}o and exhale 
through riouth in definite 

rhythm, 

(e) Have hin ctand by di^opping 
the chin forwaa^dj drav;ing 
taeon tovrm^d chest and Gcoop- 
ing hands dovm and forward at 
the SBjre tir»e. 



(c) '..lion foot cono up it is clue to 
the chent nnd abdonon coniir': to 
surface . 

(d) Holding breath o-wno hii: to bo~ 
cor.e tonsG. 



(o) A habit pattern is being 
developed. 



caching Tips: If it is necessary to support a s^/irjncr be certain that the 
shoulder^' are kept bclou the svu'faco. 
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Accident Form 

Sample Letter - ifeking Bean Bags 
Sample Teaching Schedule 
Teacher Evaluation Form 
Transportation Form 
Travel Voucher 




F.IANKLIN EliiMiSNTARY SCHOOL 
Cockeysmlll Road 
Reisterstown^ Maryland 



SAHPLii LETTER 



Dear Paronts: 



mmD - $ BxiAH BAGS 




Youv child thinks you ndght make five bep-n bags for tho school, 
ploase use the follovring directions: 

Material - any close woven or strong cloth 

Size - start with a square end 3ew on three sides 

Fill - 2'g hands full of whole corn or beans. This 
should make bags slightly more than half fiill 
yet soft enough not to hurt when hit. Sew 
top closed. 

Thank you. 



David Fry 

Physical Education Teacher 
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SAMPLE TEACHING SCHEDULE 



Ono School Asgjgrwent 
Mo nday thry Frida y 



a.m. p.m. 

9:10 Grade 6 12; Grade 1 

lOtlO Grade 5 1:10 Grade 1 

11:10 Grade h 1:3$ Grade 2 

12:00 Lunch 2:00 Grade 2 

2:25 Grade 3 

2:50 Grade 3 



Two School Assignment 



Monday Tuesday 





Grade 


School 


Timo 


Grade 


School 


9:10- 9i\6 


1 


School A 


Same 


h 


School B 


9:U5-10:15 


2 


School A 




3 


School B 


10:30-11:00 


3 


School A 




2 


School B 


11:00-11:30 


3 


School A 






School B 


11:30-12:15 




School A 




6 


School B 


1:0(D- l:h$ 


5 


School A 




l4 


School B 


1:55- 2:30 


h 


School A 




3 


School B 


2:30- 3:15 


h 


School A 




3 


School B 



Wednesday Thursday 



Time 


Grade 


Sc' ol 


Time 


Grade 


School 


9:10- 9:^5 


1 


School A 


Same 


u 


School B 


9:145-10:15 


2 


School A 




1 


School B 


10: 30-11:00 


3 


School A 




h 


School B 


11:00-11:30 


3 


School A 




5 


School B 


11:30-12:15 


5 


School A 




6 


Sor.ool Z- 


1:00- l:li5 


6 


School A 




5 


School F 


1:55- 2:20 


6 


School A 




6 


School B 


2:30- 3:15 


5 


School A 




3 


School D 



Friday 

Ti m e Grad e S ch ool 

9:10- 9:15 2 School B 

9:1*5-10:15 2 School B 

10: 30-11:00 1 School | 

Ili00-lls30 5 School B 

11:30-12:00 6 School B 

1:15- 1:1*5 3 School A 

1:55- 2:30 6 School A 

2:30- 3:10 I* School A 



ERXC Extir'a Cv-rricul?.-' Assi^jnnents 



Add on Dodge Ball, n U 
Aerial Ball, 2?$ 

Around the World - Parachute, 65 

Balance Dodge Ball, 1 1 1 

Ball Counting Game, 253 

Basketball 

Court Basketball, 26? 
Hall Court Basketball, 26h 
Horses, 26} 
Keep Away J 263 
Sideline Basketball, 263 

Bat and Run, 1 03 

Battle Dodge Ball, 

Beat the Bunny, 2^2 

Block Relay, 303 

Holler Burst, 2li3 

Bombardment ,v:ll 7 

Bombardment with Pins, IT/ 

Bombs Away, 116 

Bounce Catch, 98 

Bounce Catch Race, 100 

Bounce Catch - Paddle, 159 

Bounce Scotch - Paddle, 159 

Boundry Ball, 256 

Boundry Ball - Football, 266 

Bowling Relay, 105, 301; 

Bowling Relay.- Scoops, II43 

Bronch Dodge Ball, 115 

Brownies and ?niries (cowboya and 

o 
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Building a House (High, Low Water), 133 

Busy Dee (Back to Back), 2l|1,3l48 

Cage Ball Tap, 139 

Catch as Catch Can - Parachute, 165 

Catching Fish, 250 

Chinese Jump liope, 135 

Chinese V/all, 2I46 

Circle Chase, 253 

Circle Dodge, 113 

Circle Roll and Junp Ball, 97 

Circle Soccer and Crab Soccer, 1 14I 

Club Snatch, 3h9 

Combat Ganes, 305 

Crack About, 112 

Cross Over Ball, 99 

Cross the Creek, 1 33 

Crows and Cranoe, 3i49 

Dodge Ball Games - Scoops, 11^3 

Driving Cars, 97 

Duck on the Rock, 89 

Elimination Dodge, liiO 

Exchange Dodge Ball, 113 

Exchange Places - Parachute, 165 

Fire Alarm, 251 

Fire Engine, 2^8, 3ii8 

, Football 

Boundry Ball, 266 
Ehd Zone, 266 
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Football (cont.) 

Pass Away Football, 270 
Post Ball, 268 
tnnt Back, 26? 
Team iCeep Amy, 26? 

Footsie Dodge Ball, 112 

Four Corner Taij, 88 

Four Mat - Cage Ball, 1 hi 

Four Push - Cage Ball,lhO 

Four Square, 107 

Four Square - Jcoops^ 1 U3 

Fox and Squirrel, :^0 

Freeze (Statutes) , ^h9 

French Almond Rock, 133 

Frisbee Baseball, 312 

Frog in Pond, 2lt3 

General and His Hen, 11ii 

German Bat Ball, 2S9 

German Dodge Ball, 118 

Greek Dodge Ball, 120 

Guarding Houses, 97 

High Over, 102 

Hill Dill, 2h^ 

Hit One Hit All (Murder), 1 Oh 

Hit Pin One Base, 2^5 

iiockey 

Goals, 27I4 
Hit and Stop, 27U 
Keep Away, 27li 
Line Hockey, 275 
Modified Hockey, 27!^ 

Hop Scotch^ 315 

Hustle Bussle, 98,2$U 



Jump tl)e Shot, 133, 2fl, 

Keep Away - Football j 267 

Keep Av/ay - Hockey, 27li 

Keep Away - Scoops, 1 li3 

Keep the Ball liouncinj, 101 

Keep Going, 2h8 

Keep It Up, Parachute, 165 

Keep the Kettle Boiling, 133 

Kick Ball, 330 

Kick Over - Caye Ball, UjO 

Line Dodge Ball, 117 

Little Abner, 2U3 

Little Brown Bear, 21ih 

Man from Hars, 2h2y 

Midnight, 2h9 

Mother May I?, 3^0 

House Trap, 2^1 

Net Games 

Newconb, 279 

Deck Tennis .^lewcomb, 281 

Volley Ball, 281 

.^orv?egian Ball, 2^8 

Obstacle Rol^y, 333 

Old Grannie Tipple Toe, 2i49 

Overhead, 102 

Over the Line, 88 

Paddle Tennis, I6I 

Pennsylvania or Hev; York, 2h6 

Pom - Pom Pullaway, 2li7 

Post Ball, 268 



Prisoners Ball, 103, 256 

Prisoners Ball With Scoops, 1h3 

Rcibbit's Tails, 252 

Red Lion, 2^1 

Hotrievo Doct^e Ball, 123 

Rock the Baby, 1 33 

Roll Dodge Ball, 113 

Rope Jimiping Jingles, \}h 

Rotation Dodge Ball V/ith Cage Ball, 1^0 

Round Up, 252 

Salt, Mustard, Vinegar, Pepper, I33 

Scooter Relays 
Individual, 1 37 
Partner, 137 

Sea Is Rou-h, The, 250 

J3huttle Relay, 33U 

Siraon Says, 3^7 

Sleeping Bear, 2hQ 

Slowkie Powkie, 2ii2 

Snatch the Stick, 153 

Soccer 

Soccer Dodge Ball, 2Qh 
Soccer Long Base, 285 
Square Soccer, 285 
Soccer Kickball, 285 
Line Soccer, 286 

Softball 

Tee Softball, 288 

Long Base, 28? 

Beat Ball, 290 

1 ,2,3, Softball, 290 

Speed Up Softball, 292 

Modified Softball, 292 

Regulation Softball, 292 

Spanish Relay, 153 



Speedy Squirrel, 252, 3li8 
Spud, 112 

Squirrels In Trees, 2li9, 350 
Statues vath Balls, 97 
Stealing Sticks, 259 
Stone, 2m 

Team Dodge Ball, 1 1 14 

Team Target, 10? 

Team Target With Cage Ball, 1M 

Teather Ball, 109 

Three Team Dodge Ball, 118 

Throw and Stoop, 105 

Throve and Stoop With Scoops, 1h3 

Throw the Bean Bag, 90 

Tiddley-V,'inks V/ith the Parachute, 166 

Tiger Hunting, 111 

Tug-O-War, 335, 313 

Tug-O-V/ar. V/ith Tube, 15? 

Twice As Many, 2I45 

Tv/o Squares V/ith Paddles, 159 

Two Squares V/ith Scoops, 1ii3 

V/and and Spoon Relay, 153 

Wand Jumping Relay, 153 

V/hat Can You Do?, 250 

V/histle Ball, 97 

IVhistle Ball With Cageball, IliO 
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